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INTRODUCTION 


This book details the early military career of 
a young Romulan officer, Alidar Jarok, and the brave 
Romulans of the 14th Frontier Defense Unit under 
his command. 

One of the youngest Romulan officers to 
achieve the rank of Admiral, Jarok would strike 
out with his limited military force to project power, 
strength and determination from his home port of 
Borax. Determined to keep the Romulan presence in 
the Triangle visible, the 14th Frontier will challenge 
the Federation, Klingons, the IKS and even Orion 
raiders to keep the Romulan Way secure. 
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HOW TO USE THE SCENARIOS 


Each of the 12 scenarios depicts a battle 
involving the 14th Frontier Defense Unit or one of 
its many wings. The scenarios are progressive in 
nature and are designed to be run as an on-going 
campaign. The results of one scenario may effect 
the combat capabilities of the vessels involved in a 
subsequent scenarios. 

While not necessary, due to the nature of 
the combats and the use of Romulan and Klingon 
cloaking devices, a referee is suggested. The 
Romulan player will need to keep track of damage 
to his ships as the scenarios progress. Standard 
Campaign Repair Rules apply to all Romulan 
vessels. 

The Game Set-Up section provides the map 
arrangement, special terrain features, attacking and 
defending forces deployment. 

The Victory Conditions section describe the 
necessary conditions for various levels of scenario 
outcome. 

Most scenarios include parameters fon 
ending the combat after a set number of turns. When 
a scenario indicates that attacker or defender may 
escape by warping out, use the standard Campaign 
Warp Rules for all vessels that have sufficient power 
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EARLY HISTORY 

The Romulan Empire has long since re- 
mained a major force of contention through-out the 
Alpha quadrant since its first dealings with the Klin- 
gon Empire and United Federation of Planets. Cre- 
ated from a group of Vulcans who left their home 
worlds nearly 500 years earlier, the Romulan Em- 
pire as a whole has continued to grow and expand 
through out their region of the galactic arm. Early 
Romulan history is replete with isolationism, xeno- 
phobia and hostile responses to their neighbors. As 
late as 2280, the Romulan Empire continued an on- 
going conflict with the Klingon Empire, a semi-war 
with the Gorn’s and continued to push for influence 
within the area known as the Triangle. 

The Romulan’s greatest strength was also 
one of its greatest weaknesses. The Romulan Navy 
had relied on its new cloaking device to help coun- 
teract the military forces of it’s neighbors. The Klin- 
gons had adopted a massive building strategy, often 
able to produce three times the number of ships than 
either the Federation or Romulans. While most of 
these vessels were less than capable, their shear 
numbers often tipped the balanced in the Empires 
favor. The Federation relied on highly sophisticated 
vessels, able not only to conduct science missions, 
but cable of engaging multiple enemy targets suc- 
cessfully. 

The Romulan’s sphere of influence has al- 
ways been lacking in the massive resources neces- 
sary to counteract much of its neighbors superiority. 
Starship production numbers fell well short of the 
massive construction works of the Klingon Empire. 
On a one to one basis, the Romulans could rarely 
contend with Federation heavy cruisers. With the 
advent of the Cloaking device, the Romulan were 
no longer forced to simply defend against the ag- 
gressive Klingons or counteract the advances of 
the Federation. The Romulan Empire went on the 
offensive, expanding into the outmarch regions and 
conducting massive operations within the Triangle. 
The benifits were immediate, and the Empire began 
to once again expand. 


But the expansion would not last. The Klin- 
gons soon broke off diplomatic relations, the trade 
agreement crumbled, and the constant state of 
military raids between the Klingons and Romulans 
quickly escalated into a much large war. 


THE GREAT EXPLOSION 

It was at this tenuous point in history, as the 
Klingons prepared to go to war with the Federation, 
as well as expand their influence along the Romulan 
boarder, that the Klingon Empire would suffer the 
massive ecological disaster of Praxis. This single 
event would change the landscape of the entire gal- 
axy. The Klingons were forced to sue for peace with 
the Federation, unable to sufficiently support any 
type of war effort. Their exploration of the Alpha and 
Beta quadrants came to a halt, and the entire Klin- 
gon Empire turned its attention to saving its home- 
world and stabilizing it’s Empire. 

The Romulans quickly realized that the Klin- 
gons would turn their entire war effort towards the 
Romulan Empires. Forced to scramble, the Romu- 
lans quickly shifted massive numbers of troops, star- 
ships and construction machinery to the Romulan/ 
Klingon boarder. Dozens of new ship classes were 
built to help counteract the increased Klingon pres- 
ence. With the Romulans influence waning in the Tri- 
angle, subterfuge became the catch-phrase against 
Federation interests. 


MORNING GARDEN 

As the Romulan Empire continued its expan- 
sion and pressure against both the Klingons and Fed- 
eration, up and coming officer Alidar Jarok took com- 
mand of the newly refit 14th Frontier Defense Force. 
Based in the Broz system, the 14th Frontier was 
nicknamed the Battlehawks and immediately began 
a long and successful campaign in and around the 
Triangle. Wasting no time, Jarok gathered his most 
stealthy vessels and headed for a well document- 
ed military supply run heading through the Morning 
Garden system. Jarok assigned the Hawk’s Eye, a 
recently comissioned S-9 scout, to remain near the 
Morning Garden system and conduct convoy shad- 
owing and extensive mapping of local space. 


On Stardate 9901.3, as forces from the 14th 
Frontier closed with the convoy, Jarok was startled 
to discover an even larger escort than previously re- 
ported. Jarok gambled that the S-9 would be near by 
and pressed his attack, counting on the scout to fol- 
low and attack the fleeing convoy vessels. At 16:23 
hours, Jarok de-cloaked and attacked. The Federa- 
tion force, expecting trouble, was not surprised by 
the sudden appearance of the Romulan force. Jarok 
split his forces and attacked from two angles. 

The Federation destroyers Winslow and 
Boston, along with the escort Adora, attacked the 
Battlehawk directly, ignoring vulnerable openings 
on the V-11 Stormseeker. Federation escorts turned 
and engaged the cruisers Astral Wings and Vespral 
Hunter. As both battles raged, the large freighter 
group sprinted for the edge of the system and the 
relative safety of Warp Speed. Still several minutes 
from a safe entry into warp, the S-9, as expected, 
de-cloaked and attacked first one merchant and 
then another, damaging six merchant vessels before 
the others could make it to the edge of the system. 
The S-9 boarded two of the damaged freighters and 
began capturing cargo via transporter from a third, 
when the first Federation reinforcements arrived. 
Upon arrival, a Federation destroyer attacked the 
Hawk’s Eye, forcing her to break off her boarding 
actions. 

When the Federation cruiser Starseeker ar- 
rived on scene, Jarok called a halt to the battle and 
began a spirited retreat. As Jaroks force began to 
disengage, the Federation destroyers continued 
their attack. As the Starseeker approached one of 
the boarded freighters, it suddenly spun around and 
rammed the incoming cruisers. Although not enough 
to destroy the Starseeker, the resulting collision did 
force her to halt her approach. The crew of the now 
crippled freighter abandoned their prize and were 
picked up by the Hawk’s Eye. Realizing that the 
Romulans were regrouping, the Federation forces 
finally broke their attack and returned to protect the 
crippled freighters. 


Although only one freighter was actually 
captured, the initial battle was considered a huge 
success. Both the Battlehavvk and Vespral Hunter 
required extensive repairs, but the captured cargo 
more than made up for the damaged vessels. Jarok 
was contacted by command officials and exalted. 
Knowing that the Federation could only mount a to- 
ken response with in the Triangle, Jarok soon set 
his sights on the Klingons, a more dangerous oppo- 
nent. On 9905.7, as his vessels neared completion 
of repairs, Jarok called his ship captains together to 
begin plans for a lengthy campaign just beyond the 
Klingon boarder of the Triangle. 


UNEXPECTED GUESTS 

As detailed plans for raids, convoy captures 
and unit operations were completed, Jarok and his 
forces near Repair Station 287 were surprised to find 
a Klingon force closing with their home base. The 
Klingon had caught the tail end of the battle near 
Morning Garden and had estimated repair times for 
the vessels involved. Fearing that the initiative might 
be lost, the Klingon sector commander sent his 
heaviest battleship, with only a light escort, to attack 
the supposedly crippled vessels at the repair yard. 
Despite over-estimating repair times of the Romu- 
lan force, the Klingons pressed their attack. Jarok’s 
viciously counter-attacked in one of the longest and 
bloodiest boarder skirmishes of the year. Jarok him- 
self was wounded and much of his undamaged force 
took severe hits. But the Klingons faired no better, 
being out numbered and out matched. The battle fi- 
nally resulted in the withdrawal of the battleship and 
the loss of both escorting Klingon cruisers. Jarok, 
angrily scheming revenge, but was soon forced to 
turn his attention else where. 


OLD FRIENDS FROM HOME 

As Jarok and his force began to once again 
repair their damaged vessels, word suddenly arrived 
that threatened a new shift in power within the Trian- 
gle. On stardate 9921.4, the Romulan cruiser Coura- 
geous detected a highly localized quantum signature 
from within an Orion controlled repair yard at Rem- 
fry. Although Remfry was knows to have wild and 
powerful solar storms, the readings were too static to 
be a natural phenomenon. Unable to get better data 
from their location, the Courageous and her sister 
ship the Stalker both linked up and headed towards 
Remfry. The Courageous and Stalker later met up 
with their unit commander. The task-force headed 
directly for the Remfry systems and was startled to 
find that the source of the readings was the Silver 
Pheasant, believed destroyed by the Klingon 123rd 
several years earlier. Covtek signaled Jarok at their 
home base, but was unable to give greater details of 
the situation before a Federation task force arrived 
in system. 

Bent on capturing the Battleships, the Feder- 
ation force immediately attacked the pirate enclave 
and within 20 minutes, had managed to board the Z- 
1 and get her in tow. Covtek, now under cloak, knew 
that Jarok would soon be on his way to Remfry, and 
that the Federation force had been too occupied to 
have noticed the cloaked Romulan vessels. Covtek 
also knew that without a delaying action, the Federa- 
tion forces would be able to make it out of the Tri- 
angle and across the relative safety of the Federa- 
tion boarder before Romulan forces could intercept. 
Unable to create a battle plan, Covtek trusted in the 
legendary Romulan fighting prowess and attacked 
the retreating Federation escort unit. 

Badly outgunned, Covtek knew that he and 
his ships had to disable the Federation tug, the only 
vessel able to tow the massive battleship at mod- 
erate warp speed. Covtek’s gamble paid off. The 
Stalker, closest to the system before the Romulans 
cloaked, had managed to get ahead of the Fedeart- 
ion force. The escort vessels quickly turned to meet 
the threat, and engaged the Romulan vessels in a 
fierce battle. But the Stalker was able to decloak at 
nearly point blank range with the Federation tug. 
The Stalker managed to knock out the tugs main 
drive, forcing her to release the battleship and break 
from the engagement. The Stalker paid dearly for 
her action, loosing nearly a third of her crew to the a 
Federation frigate. 


The other vessels in Covtek’s force faired 
no better. The Vesperal Hunter herself was nearly 
destroyed. The Astral Wings lost most of her port 
weapons and was unable to defend her self as the 
unit withdrew. 


JUST IN TIME 

Jarok, knowing the dangers of loosing the Z- 
1 to the Federation, took his half repaired vessels to 
the Federation boarder, hoping that Covtek would 
follow the escaping force and assist in the attack. 
When Jarok arrived at the boarder, he was stunned 
to discover that the Federation force was not there. 
Jarok sent several of his scouts to locate the Fed- 
eration force. With only three fully controlled Federa- 
tion worlds near by, the scouts finally located their 
target heading for Carwile’s World. Realizing that 
the battleship could not fall into enemy hands, Jarok 
deployed his force, many of which were still finish- 
ing last minute repairs. Jarok entered the Carwile’s 
World system, hoping to catch the battleship before 
it was taken with the system’s extremely dense as- 
teroid field. With re-enforcements quickly closing 
from the far side of the system, Jarok was forced 
to battle both the small outpost and the incoming 
ships. Battlehawk forces were able to board the Z- 
1 and destroy the battleship in a massive graviton 
blast that severely damaged nearly everything in the 
system. The Battlehawks scattered, most heading 
directly for the Romulan boarder. 


REPAIRS 

The battle of Carwile’s World had been a in- 
telligence victory for the Romulan Empire. But the 
vessels of the 14th Frontier that had taken part in the 
attack had been badly mauled. The Battlehavvk had 
taken several hits, as had the Astral Wings. Both ves- 
sels required extensive repair efforts to bring them 
back to combat readiness. The V-11 Storm units had 
taken the most severe damage during the battle. All 
three modified Klingon cruisers had been forced to 
board troop on the battleship while still under fire 
from enemy vessels. The resulting damage had left 
the Tempest without disrupter weapons, the Storm- 
seeker with badly reduced speed and shielding, and 
the Stormhunter nearly a scrap pile of metal and cir- 
cuits. Realizing that his force had to conduct imme- 
diate repairs, Jarok ordered his ships to the Currie 
system. Currie was well know as a haven for pirates 
and smugglers, with it dense asteroid. Jarok’s force 
quickly located a suitable spot and began repairs. 
Jarok’s force remained undetected for nearly six 
days, only once chasing off a random Orion pirate 
vessel. Relaying reports and the preliminary data 
from the Z-1's primary computer, Jarok’s luck finally 
ran out on stardate 9958.3. A force of heavy combat 
vessels, deployed from Carwile, located the hiding 
Romulan force two full days before the Stormhunter 
was ready for battle. Under normal conditions, the 
Stormhunter would have been scuttled, but her com- 
puters were only hours away from completing an 
analysis of the Z-1’s computer data. Realizing that 
a data transfer could be jammed, Jarok was forced 
to engage the Federation force. While defending 
the Stormhunter, Jarok’s force was again in serious 
jeopardy, until reinforcements arrived in the form of 
another Z-1 battleship. The Nova her self quickly 
closed and engaged the Federation vessels, driv- 
ing them off and destroying the Federation Heavy 
Cruiser Kovix. 

After the battle, Jarok transferred copies of 
the computer analysis to each of his vessels and took 
the Stormhunter in tow, returning to Boraz. Repair- 
ing his vessels caused a significant gap in the front 
line patrols, and by stardate 9960.3, Jarok became 
worried that his vessels had been too long from their 
assigned routes. Despite incomplete repairs on the 
Battlehawk, Jarok ordered his vessels to return to 
their assigned patrol stations as each was deemed 
combat ready. 


NEW FRIENDS 

As the Battlehawk finished her repairs, and 
the last defense vessel left orbit, Jarok began con- 
templating new campaigns against both the Federa- 
tion and the Klingons. He envisioned several strate- 
gic attacks against targets well within the Federation, 
including the major base of operation near Tomed. 
Jarok began collecting new intelligence data on the 
defense satellites near the Federation base, as well 
as patrol status reports for Klingon Outpost 2. 

Unbeknownst to Jarok, another newly pro- 
moted officer from the Klingon Defense Forces had 
managed to slip his unit into the Boraz system unde- 
tected. Seeking glory and advancement as quickly 
as possible, Martok Vesak had become one of the 
first Marine officers to command a combat squad- 
ron. With tactical grace and sophistication, Martok 
attacked the Battlehawk while she was still moored 
to the repair dock. Despite a successful first strike, 
both Martok and Jarok knew that the Battlehavvk 
was still a match for the Klingon force. Even in her 
weakened condition, the Battlehawk managed to 
destroy one Klingon cruiser, and damage Martok’s 
command vessel. When the Astral Wings returned 
to assist Jarok, a spiteful battle between the Astral 
Wings and Klingon cruiser Pounder quickly ensued. 
Even as Martok retreated, picking up survivors from 
the Eliminator, the Pounder and Astral Wings kept 
at each other. With the loss of warp power, shields 
and most of their weapons, both vessels continued 
to battle until the Astral Wings rammed the Pounder. 
The Astral Wings lost her entire port wing, but ripped 
a gaping hole in the starboard hull of the Pounder. 
An uncontrolled anti-matter cascade forced Jarok to 
close with the Astral Wing and rescue survivors be- 
fore the Pounder finally exploded in a dazzling fire- 
ball. 


THRILLING BOREDOM 

The surprise attack forced Jarok and the Bat- 
tlehawk to once again lay-too for repairs. For nearly 
14 days, the Battlehawk remained in dry-dock, with 
the remnants of the Astral Wings just off her port 
bow. Nearly scrapped, the Astral Wings would take 
months to repair, with much of her remaining crew 
now laid up in hospital. 


During the two week break, Jarok became 
involved in several major strategy sessions with Ad- 
miral Divilus, the sector commander. Along with four 
other area unit commanders, Jarok and Divilus drew 
up both broad and precise plans for specially timed 
battles, attacks on both Klingon and independent 
shipping operation through-out the region, and be- 
gan support planning for a major operation to desta- 
bilize the weakened Klingon Empire, still suffering 
from the loss of Praxis. Despite the failure of their 
operation aboard Q’ronos | and the Enterprise, the 
Romulans continued to increase their open conflict 
policy. 

By stardate 9970, nearly 20 vessels had 
been sold to various governments showing interests 
in supporting the Romulan Empire. With new sup- 
ply bases available, and support close to the Klingon 
boarder, many on Romulus felt that the Klingons no 
longer pose a significant threat. None the less, Di- 
vilus pushed his agenda and eventually won sup- 
port to attack Klingon worlds along the now very 
active Romulan/Klingon boarder. Jarok was given 
free reign to engage targets of opportunity as well 
as support for two significant invasions of Klingon 
held colonies. And on stardate 9974, Jarok prepared 
to set out for the boarder. In a ironic twist of fate, 
Jarok once again became the target of aggression 
even before leaving space dock. This time, the en- 
emy nearly fooled him and his men into believing an 
alliance between the Klingons and theUFP. 


FEDERATION AND KLINGON 

Even as the Battlehawk pulled out of repair 
dock for trial runs, three vessels entered the system 
on a direct intercept course. Two Klingon cruisers 
and a Federation frigate closed cautiously with the 
departing cruiser. Realizing that his only change 
against the Federation frigate was to close quickly 
and force her to raise all of her shields, Jarok nearly 
fell into the trap. As his vessel closed, Jaroks sci- 
ence officer realized that the Frigate was not divert- 
ing her power to shields, but was instead arming all 
of her weapons. 


The frigate was in fact the Slave of Justice, 
a Loknar frigate captured many years before by the 
Klingons. The vessel, which had later defected to 
the IKS, had remained hidden for years, believed by 
all the major governments to have been destroyed 
or scrapped. Although outdated, the IKS hoped to 
use the frigate to fool area commanders into thinking 
that the Federation and Klingons had struck a deal 
and were now conducting joint operations within the 
Triangle. Had the ruse worked, the Romulans would 
have diverted massive forces from the Triangle di- 
rectly to the Neutral Zone, opening the Triangle to 
IKS influence. Jarok realized the ruse and escaped 
the trap, stinging the IKS with the loss of one cruiser 
and heavy damage to another. 

Although Jarok insisted on continuing his 
original plan to attack the Klingon Empire directly, 
Divilus ordered his forces to move north and begin 
harassment of the IKS. Divilus knew that the pow- 
er-base of the IKS was far greater than generally 
acknowledged to Romulan commanders, and that 
only a “slap-on-the-wrist” would keep the IKS from 
extending that power. 


RECALL 

As Jarok contacted his commanders indi- 
vidually, he learned that one of his units had man- 
aged to capture a Klingon G-3 freighter. Loaded with 
several semi-valuable cargo’s, the two V-11 report- 
ed that they were conducting repairs, when a pirate 
squadron moved in to attack. The pirate squad- 
ron was completely stunned when the two cruisers 
attacked in a very non-Klingon manner, destroying 
one pirate vessel and badly damaging the remain- 
ing two. Within hours of the attack, the V-11’s were 
once again underway with the captured prize and 
returned to join the move north. 


CAREFUL JUDGEMENTS 

Before even receiving word that the fragile 
neutrality of the IKS had been shattered, Soboleta 
of the Courageous encountered a small group of 
vessels, believed to be Orion pirates. With the pi- 
rate vessels months away from the nearest known 
Orions base, the arrival of Klingon gunboats allowed 
Soboleta to correctly surmise that the IKS had bro- 
ken is undeclared neutrality with the Romulans and 
attacked forces loyal to the Empire. Realizing that 
support was only minutes away, Soboleta turned 
and stood her ground, battling the larger force for 
nearly 10 minutes before reinforcements arrived. 
Quickly turning the tide, the IKS vessels were nearly 
wiped out, and Soboleta set course for home. 


FATEFUL VICTORIES 

With his unit in surprisingly good shape, 
Jarok began returning to the duties of patrolling the 
frontier. His forces began their standard patrols, and 
by 2291, the 14th Frontier was once again in a rou- 
tine. Jarok continued his plans and diverted scouts 
to monitor the numerous worlds being courted by 
the Klingons. He coordinated with the 22nd Fron- 
tier units in patrols near the now quiet IKS boarders, 
and personally escorted three separate convoys to 
worlds friendly to the Romulan Empire. On 2291.5, 
his plans were force to an accelerated state when 
a large Klingon invasion fleet was detected head- 
ing for the world of Gannarra Ill. Gathering most of 
his entire force, Jarok engaged the Klingons at the 
edge of the system. Targeting the Klingon battleship 
Success, the Battlehawks inflicted heavy damage 
on the Klingon force. After crippling several enemy 
vessels, Jarok finally pulled his force back. Unable 
to effectively persue Jarok or secure the planet with 
its weakened combat force, the Klingons never oc- 
cupied Gannarra III and turned back. 


A BREAK IN THE LINES 

Even as battles raged all along the Klingon/Romulan 
boarder, Klingon intelligence continued to probe for 
weaknesses and document Romulan strength in the 
area. With one in five scouts being lost during these 
missions, Klingon commanders valued any commu- 
niqué that confirmed ship types and patrol locations. 
To help secure the area, Klingon forces attacked a 
local patrol to draw attention away from the activation 
of a monitoring base in the Chak system. Attacking 
the Warlance directly, Klingon commanders hoped 
to destroy the Romulan patrol before reinforcements 
could arrive. But support was only moments away 
and both combatants continued until the Klingons 
detected a much larger group of reinforcements ap- 
proaching. While the Klingons were able to deploy 
covert listening monitors, a full fledge observation 
post was never established. 


FATAL MOVES 

A second Klingon force had already been sent to 
supplement the now decimated Chak strike force. 
Learning that the system was not secure, the Klin- 
gon commander changed course and headed direct- 
ly for the new repair base at R’Limam. Realizing that 
the Klingon intended to take the station and possible 
occupy the planet, Jarok scrambled his forces and 
met the Klingon invasion fleet head on. The fighting 
was fierce and costly for both sides, but eventually 
the Romulans forced a Klingon retreat. Though the 
repair station was damaged, it was never boarded 
and remained in operation. The battle ended major 
fleet combat from the local Klingon forces and gave 
the Battlehawks the reputation of being the most 
dangerous wings in the quadrant. 

Jarok would go on to lead numerous suc- 
cessful campaigns and eventually strike fear into the 
Federation as a brilliant tactician and ruthless mili- 
tary commander. The 14th Frontier still patrols the 
Klingon/Romulan boarder. 


” OFFICERS OF THE BATTLE HAWKS 


Name: Alidar Jarok 

Race: Romulan 

Age: 42 

Rank: Admiral 

Position: Commanding Officer, Battlehawks 
Vessel: V-30 type 5 Heavy Cruiser — Battlehawk 
Captain’s Skill: 73 

Crew Efficiency: 71 


PHYSICAL DESCRIPTION 

Unusually stocky for a Romulan or Vulcan, Jarok has 
a non-typical rounded face and broad shoulders, accented 
by his uniform. Although shorter than most Romulans, Jarok 
is all the more imposing for his 5'7”. Jarok also has large 
hands, which he often uses in an almost Vulcan meditative 
stance. Although soft spoken, Alidar has a resonate voice 
that conveys power and knowledge. 


PERSONAL HISTORY 

Jarok began his career at an early age, becoming 
interested with space while still in secondary learning. 
By the time he was finished with his primary studies, he 
had amassed considerable knowledge in both history and 
military tactics. 

His early Fleet career also emphasized the use of 
this knowledge, and he was quickly assigned to intelligence 
gathering and evaluation in the Military Division. His first 
posting was a covert data gathering station within the 
Neutral Zone. While there, he began to draw up plans for 
the expansion of the Empire, often using intelligence reports 
to create details concerning operation within the Federation 
and the Triangle. 

His second posting also stationed him in an 
information gathering post aboard the front line scout 
Senderia, along the Klingon boarder. Jarok soon became 
involved in the on-going conflict with the Klingon Empire 
and the many complexities of frontier protection duty. 

Jarok would remain in the military division for nearly 


10 years, moving steadily towards his own command. He 
continued in both the intelligence and resource capacity 
until he was taken under the wing of Senator Dreen, himself 
a veteran of many conflicts, both political and military. 
Dreen began to cultivate the Jarok’s skills, and within three 
years of their association, Jarok was posted as First Officer 
aboard the V-27 S'en, Jarok found himself in charge of 
coordinating the S’len’s squadron with other local units 
during both military and exploratory operations. Jarok’s 
abilities quickly placed him next in line for command of the 
S'len upon Dreen’s retirement. Unfortunately, during a raid 
on an Orion pirate outpost, the Sen was severely damaged 
by an Orion vessel that attempted to warp from the battle 
and collided with the cloaked V-27. Jarok’s captain and 
personal friend was killed along with over half of the crew. 
After returning to the Empire, Jarok requested a ground 
position, but was instead given command of the newly 
commissioned V-30, Batilehavvk. Surprisingly, Jarok was 
also given the newly created rank of Admiral, which had 
been adopted from the Federation and Klingons. Although 
the title was still tenuous in meaning, Jarok wasted not time 
in demanding the remaining crew from the S'len as his new 
crew, and began to gather a formidable command staff of 
veterans and up-and-coming officers to build arguably one 
of the most successful front line fighting forces the Romulans 
have ever known. 


PSYCHOLOGICAL MAKE-UP: 

Jarok is unquestionably devoted to the Romulan 
Way and to the expansion of the Empire. Deeply honorable, 
he leads by example and uses his talents to the fullest. He 
is proud of his accomplishments and often mentions the 
accomplishments of others. He has also dabbled in politics, 
finding it too dishonorable for his liking. Jarok also believes 
in his own ability to read situations, often conferring with his 
officers to confirm his decisions. He does not make decisions 
lightly, but once decided, he is nearly unstoppable. Jarok 
also has a personal, almost non-Romulan attachment to his 
men, often grieving for days when his decisions have cost 
lives. Surprisingly, Jarok believes in his comfort, as well as 
that of his men, frequently requesting specialized treatment 
and privileges for his officers and crew for jobs well done. 
Although his political views are sometimes questioned, his 
skill has ensured him a continued career. 


CREW DESCRIPTION: 

The crew of the Battlehawk are some of the best 
the Empire has to offer. They are devoted to Jarok, and will 
go to great lengths to ensure that attacks are successful. 
They also enjoy the privileges that Jarok provides for them, 
and have no qualms being called the most pampered crew 
in the fleet. This combination has made them extremely 
efficient as a unit. 


OFFICERS OF THE BATTLE HAWKS a N 


Name: N’rihal Tomolok 

Race: Romulan 

Age: 40 

Rank: Commander 

Position: Commanding Officer - Eagle’s Progeny 
Vessel: T-10 type 3 Destroyer 

Captain’s Skill: 71 

Crew Efficiency: 62 


PHYSICAL DESCRIPTION 
Tomolok is a tall Romulan with distinguished 
features. 


PERSONAL HISTORY 

Tomolok was born to wealthy parents on Remus, 
living in only one place until his entrance into the academy. 
Although wealthy, Tomolok was never given preferential 
treatment, being the middle child of 5. With both of his older 
sisters already ship commanders by the time he entered the 
Academy, Tomolok was expected to continue the tradition. 
His unique skill in negotiation moved him into a diplomatic 
post, allowing his younger brother and sister to both make 
Commander before him. 

From that point on, Tomolok would outshine all 
of his siblings and many others in the fleet, rising quickly 
to the position of Commander and being given a front line 
vessel during the later part of the Klingon/Romulan boarder 
disputes. 


Tomolok’s early career had him as a diplomatic 
liaison to a front line boarder command ship, where he 
excelled in the command structure and tactical planning. 
Tomolok served on both ships and at the units home port, 
planning battles and interpreting intelligence reports. By 
the age of 25, he was made a sub-commander and given 
command of a small destroyer squadron near the triangle. 

Tomolok was instrumental in several negotiations 
and two attacks on Klingon held worlds that resulted in the 
seceding of Koldros II as well as hampering the Klingon 
314th Attack Squadron’s efforts against trade shipments with 
the Baker’s Dozen. Both the prestige and accomplishment 
did not go unnoticed, and by the age of 27, Tomolok had 
a number of ambitious senators supporting his continued 
push towards open aggression with Klingon forces in the 
Triangle. 

His next assignment would take him far from the 
high drama of the Klingon boarder to the relatively quiet but 
necessary expansion into the unknown regions. His service 
continued for nearly 10 years, mapping and exploring 
dozens of worlds and gaining huge resource advantages 
for the empire. 

Before gaining command of the Arctic Hawk, 
Tomolok was assigned to a long range spy mission into 
the Federation. Lasting 4 years, the mission catalogued 
dozens of Federation patrol routs and gathered intelligence 
from over a dozen spies on 10 worlds. But the mission 
would not be without cost. Heading to Andor for one of 
their last data pick-ups, Tomolok’s ship was found out and 
severely damaged. Tomolok spent a year trying to return to 
the Romulan Empire, but was able to salvage all of the data 
his unit had collected to date. 

Hailed as a hero, he was given command of the 
Eagle’s Progeny four years ago, and has proved himself 
time and again. 


PSYCHOLOGICAL MAKE-UP: 

Tomolok is arrogant to a point. He has no great 
hate for the Klingons or Federation, but has no misgivings 
about using either to further the goals of the Empire. His 
arrogance has gotten him into trouble on several occasions, 
but his skill has kept him in the forefront of the military 
circle. He enjoys the abilities of smaller vessels, and has no 
compulsion to transfer to a larger ship. 


CREW DESCRIPTION: 

The crew of the Eagle’s Progeny have served with 
Tomolok since he took command of the ship. They are 
extremely capable and well trained, and so far enjoy their 
assignment. Most know that Tomolok will transfer them to 
a new ship should he be promoted. His success and theirs 
are closely linked. 
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Name: Mavelian Procolus 

Race: Romulan 

Age: 71 

Rank: Commander 

Position: Fleet Second-in-Command, Commanding 
Officer - Warbird 

Vessel: V-6 type 7 Heavy Cruiser 

Captain’s Skill: 72 

Crew Efficiency: 69 


PHYSICAL DESCRIPTION 

Mavelian is surprisingly striking for his middle 
age, often looking very distinguished, even in the face of 
adversity. His handsome features have made him popular 
with the opposite sex. His eyes are somewhat light for a 
Romulan, but in most other respects, he is a typical middle 
aged Romulan male. 


PERSONAL HISTORY 

Mavelian has been a naval officer for over 45 
years, following in the footsteps of his older sister. He began 
his career in the Outpost division as an administrator. In what 
has been called the grandest stroke of luck, Mavelian was 
one of the few survivors of Outpost 109 when it was attacked 
by Klingons during one of the many boarder skirmishes. After 
the Klingons had boarded the station, it fell to Mavelian, the 
only semi-ranking officer whom the computers would allow 
into the system, to destroy the station. After starting the 


self destruct countdown, Mavelian and several of his fellow 
administration workers lead a spirited action to capture a 
transporter, rescued over 200 stunned captives from other 
sections of the outpost and eventually boarded one of the 
Klingon destroyers. 

After an hour’s worth of fighting, the destroyer was 
captured and the remaining personnel fled. The captain of 
the station, who survived despite serious trauma, requested 
an immediate promotion for Mavelian, who soon found 
himself in the Tal Shiar logistics division of the Triangle 
Sector. Mavelian served for over 20 years as an analysts 
and strategist, and was assigned as the Chief Tactical 
specialist to Star Base 2, near the Triangle. 

But Mavelian would soon find himself in opposition 
to the policies of the Tal Shiar. As he neared the end of his 
fourth tour at Star Base 2, Mavelian and his commanding 
officer both decided that it would be in the best interest of 
the Empire if Mavelian were to be re-assigned. Mavelian’s 
commanding officer worked furiously to get him a ship of his 
own, but was forced to assign him as the Second Officer 
aboard the Warbird. 

Mavelian stayed aboard the Warbird for over 
30 years, rising to the position of First Officer and then 
eventually to Captain. Mavelian has been in charge ever 
since, turning town four promotions to remain with his ship 
and crew. 

Mavelian has served along the Triangle, Klingon 
boarder and even the Gorn boarder, taking part in over 50 
skirmishes. His tactical knowledge is only enhanced by his 
analysis background, making him a valuable resource to 
any commander lucky enough to have Mavelian in his or 
her command. 


PSYCHOLOGICAL MAKE-UP: 

Mavelian is a man of tremendous honor, and will 
go to great length to keep a promise. He often has several 
different personas that he will use to differentiate to his 
friends and crew what he is currently engaged in. He is 
also very personable with his crew, often disquieting newly 
assigned crew members. 


CREW DESCRIPTION: 

Most of the Crew of the Warbird have been with 
Mavelian for 10 years or more, some having been with him 
since his transfer. Because of the large number of highly 
skilled personnel, the Warbird is often used as a training 
vessel, bringing nearly 50 new crewers every other year. 
The regular crew know the vessel inside and out, and work 
hard to keep her above spec. Although the crew greatly 
enjoy their position, many are somewhat uneasy about the 
Tal Shiar, fearing that Mavelian’s previous association has 
brought unwanted attention to the ship and crew. 
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Name: Anwri Tobarke 

Race: Romulan 

Age: 31 

Rank: Sub-Commander 

Position: Destroyer Tactical Specialist, Commanding 
Officer - Warhawk 

Vessel: T-10 type 3 Destroyer 

Captain’s Skill: 61 

Crew Efficiency: 60 


PHYSICAL DESCRIPTION 

Anwri is lean, even for a Romulan. Although average 
in height, his gaunt appearance gives him the illusion of 
height. He has a typical hawk nose and piercing eyes. 


PERSONAL HISTORY 

Anwri was born to Fleet parents, actually being 
born on the return trip of the V-8 cruiser Anwri’s Blade. He 
had spent most of his early life on the farming colony of 
Traig, operating heavy farming equipment by the age of 10. 
He was somewhat of a trouble maker, though, and by age 
15 had tried unsuccessfully to enter Fleet Training. With a 
promise to stay out of trouble, Anwri’s father pulled strings, 
getting him posted atthe age of 16 on a reserve scout vessel. 
By age 18, Anwri was constantly winning against the ships 
Captain and First Officer in tactical simulation games and 
was sent to Training with a noticeable recommendation. 


Anwri graduated with commendations and was 
soon in the Military Operations Command as a Navigation 
specialist. He continued to amass knowledge and political 
influence and was soon posted as the First Officer of the T- 
5 Requara. 

Anwri quickly gained a reputation as an aggressive 
and head-strong officer with aspirations of command and 
power. With the changing political climate and an openly 
aggressive climate against the Federation gaining strength, 
Anwri fit in perfectly with the new rank of ship commanders 
who wanted more personal prestige that glory for the 
empire. 

Cooler heads would prevail, though, and when 
Anwri’s T-5 was nearly destroyed in the triangle after an 
unauthorized mission, Anwri was chastised and assigned 
a T-10, the Warhawk. With little political power left, Anwri 
accepted the command and became an expert in destroyer 
tactics. He has since begun to re-rise through the ranks, 
and has aspirations of a Federation Boarder command. 


PSYCHOLOGICAL MAKE-UP: 

Anwri is head strong and arrogant, often hating 
non-Romulans for no solid reason. He feels that the Empire 
should strike a powerful blow against the Federation and 
capture a dozen worlds along the Neutral Zone. He speaks 
openly about his beliefs and will often launch into lengthy 
diatribes about the state of the Romulan Empire. Although 
charismatic, his views are still too opinionated. Anwri knows 
of his short comings but only half heartily tries to fix the 
problem. 


CREW DESCRIPTION: 

The crew of the Warhawk are all as young as its 
captain, if not younger. Most are happy with their positions 
and know that they are moving up in the ranks. Several 
have similar views as their captain, but know that Anwri is 
dangerous to side with in the more honor bound climate 
of the Empire. None the less, many are pleased to have a 
vocal commander, as is reflected by the crew's efficiency 
rating. 
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Name: Sobel’ta Braacar 

Race: Romulan 

Age: 39 

Rank: Commander 

Position: Commander of Science Contingent, 
Commanding Officer — Courageous 

Vessel: V-20 type 7 Cruiser 

Captain’s Skill: 54 

Crew Efficiency: 43 


PHYSICAL DESCRIPTION 

Sobel’ta is extremely attractive, with dark features 
and exotic eyes. With shorter points that most Romulans, 
Sobel’ta looks more human than Romulan. She is average 
height for a female, but is heavier than most other women 
in her crew. This does not detract from her beauty, though, 
and she is often the center of attention. 


PERSONAL HISTORY 

Sobel'ta has been the center of attention since 
birth, and has done nothing to discourage it. Sharp witted 
and curious, the sciences were a natural avenue to follow 
for Sobel'ta. She entered the science academy of Rive and 
was soon teaching. Sobel'ta became interested in space 
exploration after transferring to a frontier college while 
following a love interest. She soon found herself interest in 
the Star Fleet, and entered Fleet Training at the age of 25. 
Graduating early, she was assigned to the S-4 Pralia. But 


the S-4 was retired the very next year, and Sobel'ta was 
assigned to the S-11 Kntar. A much more military vessel, 
Sobel'ta none the less lightened the atmosphere and was 
soon personally involved with the ships Second Officer. 

Although a successful relationship, it came to an 
abrupt end when the Kntar was sent on a recon mission 
into Klingon space. After being attacked by a Klingon D- 
7, a number of Sobel'ta's friends were wounded or killed, 
including her current love. 

Disillusioned by combat, Sobel’ta stuck it out, on the 
advise of friends, and was soon assigned to the Courageous. 
She enjoyed the diverse assignments of the new V-20, 
and soon was involved with the chief weapons officer. 
She learned tactics and ship board operations beyond her 
normal training, and on a whim applied for the position of 
first officer when it opened. To her utter amazement, and 
sudden shock, she was awarded the position, and found 
she enjoyed the vigor’s of command. All too soon, she was 
forced to work without a safety net, when the ship’s captain 
retired unexpectedly to raise his new born son. Sobel’ta 
was thrust tenuously into command, and has worked hard 
to fill her previous commanders shoes. 


PSYCHOLOGICAL MAKE-UP: 

Sobel'ta enjoys her new command and her status 
with the opposite sex. She has been very careful not to 
give the appearance of sleeping to the top, but does not 
discourage suitors. She is somewhat nervous about her new 
command, feeling that she is a scientist, and not a diplomat. 
Although her indecision’s can sometimes lead to tense 
moments on the bridge, she has yet to make a mistake. 
She is uncertain of her career plans, and will often stroll the 
ship in quiet meditation about her future. She relies heavily 
on her crew to help her develop viable plans of action, but 
has recently taken more control of the fate of her ship. 


CREW DESCRIPTION: 

The crew of the Courageous are well trained and 
perfect for the vessels main mission of scientific exploration. 
Most have served on science ships and have hobbies 
involving both space sciences and the physical sciences. 
There is currently an on going yearly contest between the 
communications section and weapons division. Despite the 
camaraderie, the crew are nervous about their commanders 
new position. Happy to lend a hand with decision making, 
they are often leery about their commanders nervousness 
in high stress situations. Most enjoy the extra freedom that 
Sobel'ta gives them in their daily routine, though. 
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Name: Quintus Verek 

Race: Romulan 

Age: 52 

Rank: Commander 

Position: Chief Intelligence Officer, 
Commanding Officer — Warlance 
Vessel: V-27 type 1 Heavy Cruiser 
Captain’s Skill: 54 

Crew Efficiency: 43 


PHYSICAL DESCRIPTION 

Quintus is an a-typical Romulan, exceptfor a strange 
fluke of blond hair; the only one of his family to have the 
trait. He is tall, several pounds over weight, but handsome 
none the less. Although only just entering Romulan middle 
age, he already has gray hair, which nearly disappears with 
his natural blond. 


PERSONAL HISTORY 

Quintus is a man who has faced several tragedies, 
and yet has not seemed to have held a grudge. At an early 
age, Quintus’ parents were killed by a Breen attack on an 
outpost far from the Empires boarders. Quintus did not learn 
their fate for several years, staying with his older brother and 
aunt until old enough to enter the academy. A year before 
beginning his training, Quintus learned his parents fate and 
began to learn all he could about the Breen. His curiosity 
and devotion to duty moved him quickly up the ranks of the 
students. By the end of his final year, Quintus was an expert 


on the Breen. When his brother was severely wounded in 
a skirmish with a Klingon cruiser, Quintus shifted focus and 
was soon considered an expert on the Klingon Empire. 

It was only a few months before Romulan Intelligence 
recruited Quintus. His natural abilities to analyze data and 
his command capabilities quickly placed him in command 
of an intelligence scout operating along the Federation 
boarder. Quintus’ was soon sending estimates and reports 
on Federation boarder patrols, their new outposts, and even 
shipping lanes, all extrapolated from the merest of sensor 
data. 

But Quintus would again face tragedy when his brother 
was killed in a raid across the Neutral Zone. Quintus became 
despaired and withdrew from friends and crewmembers. 
He was eventually relieved of duty by his First Officer, 
and went on inactive status for nearly 8 years. When his 
families farm finally made a decent profit, Quintus returned 
to the fleet, immediately being assigned as the First Officer 
aboard a V-11. One of the few Romulans to enjoy the new 
cruisers, Quintus deftly created tactics and objective lists 
for his commander, and in less than a year, was placed in 
command of a V-11 himself. 

Quintus continued to create tactical reports and use 
his knowledge of Klingon battle tactics to win victory after 
victory. When the Warlance was commissioned, Quintus 
requested the post. With nearly a dozen officers also vying 
for the position, Quintus’ popularity gained him the post. He 
has served aboard the Warlance for over 8 years. 


PSYCHOLOGICAL MAKE-UP: 

Despite many tragedies, Quintus is not an angry 
man. He is very statistical and calculating, yet personable. 
He is friendly with the other officers of his command, but 
keeps a professional distance with the lower ranks. He is 
somewhat distracted with personal matters of late, and must 
sometimes be told things twice. But in stressful situations, 
he is totally focused 


CREW DESCRIPTION: 

The crew of the Warlance are a seasoned crew 
and work well together. The crew is very professional and 
capable of dealing with unusual circumstances. Although 
their captains current love interest is well know around the 
ship, it not only tolerated, but supported by members of 
the crew. Bridge personnel are somewhat disjointed by the 
occasional need to repeat reports, but trust their commander 
and know he will not fail them in a crunch. Quintus and the 
other bridge officers often spend time together to reinforce 
their command structure. Although under the watch of 
the Tal Shiar, Quintus does not hide his actions from the 
intelligence service, much to the delight of his fellow bridge 
officers. 
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Name: Tr’ Apalar Sital 

Race: Romulan 

Age: 57 

Rank: Commander 

Position: Ground Forces Commander 
Commanding Officer — Stormseeker 
Vessel: V-11 type 5 Battlecruiser 
Captain’s Skill: 69 

Crew Efficiency: 57 


PHYSICAL DESCRIPTION 

TrApalar is everything a Romulan isn’t. Short, 
broad, muscular and very dark skinned, TrApalar is an 
oddity among his piers. He has two scars along his neck 
where he was wounded during combat. He keeps the scar 
to remind him of his mistake. 


PERSONAL HISTORY 

TrApalar has moved around more than any other 
Romulan in the Empire. From birth, Tr’Apalar’s father moved 
him often, being a diplomat. By age 18, he had moved nearly 
20 times. Because of a pleasant personality, TrApalar was 


able to make friends and began amassing influence through 
his father and mother, who settled shortly after his entrance 
to the Fleet. 

Tr Apalar would continue to move around, serving on 
more than 20 vessels in 35 years. His early duties included 
stints on nearly every vessel in the Romulan fleet. He would 
end up being posted to the M-4 Adaka as a second officer. 
This position gave Tr’Apalar a unique chance to expand his 
knowledge for ground forces and their operations, especially 
in both large unit and small force configurations. 

TrApalar continued his exploits for 2 years, until 
he became a unit commander after the loss of the Adaka’s 
primary Ground Forces commander. Fighting against the 
Breen on Pokorlia, near the southern most Klingon/Romulan 
boarder, TrApalar was able to out flank three separate 
front line units of Breen, eventually forcing their withdrawal 
from a key city on Pokorlia. To TrApalar utter horror, 
though, his brilliant strategies would prove useless when 
the Breen completely withdrew from the planet. When the 
Adaka persued the Breen ship, it was attacked by several 
small gunboats. Wanting to save his ship, the Captain of 
the Adaka ignored the Breen troop ship as it returned to 
the planet and began an orbital bombardment. Within two 
hours, TrApalar's forces were decimated. 

Tr Apalar vowed to never let a ship commander leave his 
ground forces in the lurch again. Pulling strings and calling 
in favors, Tr'Apalar was assigned to the Stormseeker, where 
he was immediately noticed by Jarok. Transferred before a 
chance to see ground combat again, TrApalar had easily 
returned to his role as a ship commander, and has served 
Jarok faithfully for over a year. 


PSYCHOLOGICAL MAKE-UP: 

Although friendly, TrApalar keeps his friendship 
somewhat removed from the main stream, never really 
trusting anyone but his closest advisors. He still harbors 
anger over the loss of his ground troops at Adaka, and will 
openly show anger at contemptuous ship captains who do 
not show deference to their various crews. Although he is 
fortunately in a unit where such captains are rare, he often 
argues with his Ground Forces Commander over the use of 
troops. 


CREW DESCRIPTION: 

Most of the crew of the Stormseeker are well 
trained, but do not like serving aboard what they still see 
as a Klingon vessel. Because Tr’Apalar often rotates crews 
with several other starship commander in the Ground Forces 
division of the Fleet, promotions and transfers are common, 
raising morale. None the less, most of the crew know that 
once posted to the Stormseeker, it can be several years 
before being transferred. 
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Name: Mokesh Covtek 

Race: Romulan 

Age: 29 

Rank: Commander 

Position: Logistic Commander, 
Commanding Officer — Astral Wing 
Vessel: V-7 type 2 Cruiser 
Captain’s Skill: 67 

Crew Efficiency: 58 


PHYSICAL DESCRIPTION 
Covtek is average height, weight and complexion 
for a Romulan. One ear is shorter than the other. 


PERSONAL HISTORY 

Covtek is one of the youngest commanders to ever 
be posted to a V-7. But his position is heartily earned. The 
son of a Ship Commander and farmer, Covtek grew up 
hearing about the thrill of space and the love of land. When 
he entered training, he pursued an early career in logistics 
in the hopes of being posted to a colony world or base near 
the frontier. He was, instead, posted to the Astral Wing, a 
V-7 type 1 shortly after it had been scheduled for convoy 
duty. 

Covtek served well as the cargo officer, then as 
the logistics officer, and finally as a damage control officer. 
Covtek’s efficiency and bright ideas brought him to the 
attention of the ships second officer, both professionally and 


personally. The two engaged in a short relationship, which 
was felt to have benefited both. When she was wounded 
during a Convoy raid by Klingons, Covtek became outraged 
and demanded action by the Captain, who was forced to 
stay with the convoy rather than pursue the Klingon raiders. 
Within a month, Covtek was nearly relieved of duty, after 
pointing out the Captains every mistake. 

Through the second officer's persuasion, Covtek 
was moved into a command position as a gunnery officer, 
surprising both. Covtek soon learned the benefactor of his 
good fortune and became indebted to her. Although the 
relationship would soon flourish into marriage, Covtek still 
felt a duty to prove his worth. After his wife retired early to 
settle and start a home, Coviek became nearly obsessed 
with being the best officer he could. Within a year, he was 
Second Officer, and a month after that, was promoted to 
first officer. His captain retired two years later and Covtek 
took command of the Astral Wing. 


PSYCHOLOGICAL MAKE-UP: 

Now in command, Covtek has slacked somewhat 
from his relentless pursuit of perfection. His wife has almost 
convinced him he has proven himself to her. None the less, 
Covtek will demand high quality work from his crew while on 
duty. He is somewhat cold when dealing with other races 
and still harbors animosity towards the Klingons. Covtek 
enjoys lengthy visits with his wife, who runs the family farm 
on Boraz. 


CREW DESCRIPTION: 

The crew of the Astral Wings enjoy the new change 
in status of the vessel, from a transport and military supply 
vessel, back to a front line combat ship. Most are as young 
as Covtek and thrive on adrenaline and challenge, both 
in heavy supply along the Triangle. Their combined youth 
does sometimes hold them back, with several crewers 
needing more experience to become truly great officers. 
Many have become angry that the Tal Shiar have placed 
extra agents aboard to monitor Covtek and his relationship 
with his family, though to be a weakness to the intelligence 
division. Several crew members have placed themselves in 
tenuos positions over the past few months in an attempt to 
thwart the Tal Shiar operatives. Although a morale booster 
for the crew, many realize that it could be dangerous for the 
entire crew. While Covtek discourages these unauthorized 
actions, the interfearance continues unabated. 
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Name: Tie 

Race: Romulan 

Age: 29 

Rank: Sub-Commander 

Position: Commanding Officer — Vesperal Hunter 
Vessel: V-9 type 3 Light Cruiser 

Capiain’s Skill: 53 

Crew Efficiency: 51 


PHYSICAL DESCRIPTION 

Tie is an average Romulan in every sense of the 
word. Without rank insignia, no one would be able to tell 
him from the majority of the crew. Tie has no distinguishing 
marks and a superior expression. 


BRIEF PERSONAL HISTORY 

Tie grew up on ship. His parents began a small 
shipping company before he was born, and by the time he 
was 10, they had been aboard over 20 ships and nearly a 
dozen ports of call. But by age 12, his parents had decided 
that a better life could be had by trading with the Federation. 
After spending a year negotiating with the Romulan 
Government, Tie’s parents were finally allowed to buy open 
merchant licenses, provided they tracked every Federation 


starship they could. Tie’s father, and ex-Navy ship captain, 
agreed and they began trading with some worlds near 
Federation space. 

By age 15, Tie’s parents had had to sell over half their 
fleet to pay for various licenses just to cross the boarder. 
Disheartened, they began to consolidate their losses. Tie 
watched both his parents retirement dreams begin to slip 
away. When a Tellarite pirate vessel deliberately attacked 
one of his parents ships, Tie’s father and mother sold the 
remaining fleet and retired quietly. Although still counted 
successful by most of their piers, Tie entered the Academy 
with a firm determination to thwart Federation in-roads into 
the Empire. He rose quickly through the ranks and was soon 
assigned the command of an older science ship. He has 
been captain of the Astral Wings ever since. Although not 
a tactician, Tie prides himself on his high marks in Tactical 
games at the academy. 


PSYCHOLOGICAL MAKE-UP: 

Tie is the son of failed business owners. His 
main goal in life to prove to himself that he is a success. 
Strangely, he does not care what others see as success. 
Not motivated by profit, Tie continues to climb the ladder of 
command with infinite patients. Although he does not hate 
the Federation, he is angry that the multitude of races have 
conspired to keep non military Romulan interests out of 
Federation trade. 

Tie is patient but only to a degree. He can often 
appear cocky and relentless in the pursuit of a goal, especially 
concerning Federation concerns. He is both genteel and 
cheery when off duty, fraternizing with other officers, and 
often the crew, to create a sense of camaraderie which he 
enjoys. He knows he is on the way up and will take anyone 
with him who is willing to pledge his loyalty to Tie and the 
“Romulan Way”. 


CREW DESCRIPTION: 

The Vespral Hunter is yet another 14th Frontier 
vessel with a sense of true camaraderie amongst the 
crew. Several small militant factions are in the crew, often 
voicing their opinions openly, even on the bridge. Although 
quizzical to the rest of the crew, Tie often listens to these 
crewmembers and has been know to act on their advice. 
None the less, he does not threaten his crew unnecessarily, 
and only acts when he must or is ordered to. Many of the 
crew know they will be transferred to better positions as 
their commander is promoted. 
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Name: Barada 

Race: Romulan/Human Hybrid 

Age: 23 

Rank: Sub-Commander 

Position: Commanding Officer — Stalker 
Vessel: V-20 type 2 Research Cruiser 
Capitain’s Skill: 67 

Crew Efficiency: 42 


PHYSICAL DESCRIPTION 

Barada is thicker than a typical Romulan, having 
a smaller nose, yet broader shoulders. He also has dark 
green eyes, an oddity among his people. 


PERSONAL HISTORY 

Barada has always been a prodigy. From birth, his 
skill’s at board and strategy games immediately moved him 
into the spotlight, first in his town, then his province, and 
finally, in several planetary matches. When he entered Fleet 
Training, his affinity for tactics was brilliantly apparent, and 
he was soon promoted to the first officer of the Sta/ker, newly 
commissioned. He was forced to take command several 
months ago and remained in command of the Stalker after 
his captain returned to Romulus for medical treatment. 


PSYCHOLOGICAL MAKE-UP: 

Barada is still uncertain about his abilities and will 
often contact his mother, a starship commander herself, for 
advice. He knows he is capable of command and does not 
doubt his tactical abilities, but he is uncertain of his ability 
as a science ship commander. None the less, he has found 
enjoyment in both First Contact situations and the few 
exploitation missions he has been on. 

Barada is quiet and observant in his manner, giving 
him the personality of an older individual. He is quick to see 
change or danger and uses his abilities with ease. He is still 
nervous about his interaction with the other members of the 
crew, especially his First Officer, who he feels should be in 
command. He will often take time contemplating a decision, 
unwilling to rush to decisions. 


CREW DESCRIPTION: 

The crew of the Stalker are mostly as young and 
inexperienced as their captain. All are well trained, but few 
have deep space experience. None the less, most are overly 
enthusiastic, and can be somewhat jittery when conducting 
missions. Despite this, the crew is all business on the few 
occasions when the ship has conducted military action. 
Most, (including the captain) will happily turn to the first 
officer, an officer of over 45 years service, for advice and 
action. With a little more seasoning, the Stalker will most 
likely become one of the most capable vessels in space. 


Name: Sol’vak 

Race: Romulan 

Age: 48 

Rank: Sub-Commander 

Position: Commanding Officer - Stormhunter 
Vessel: V-11 type 5 Battlecruiser 

Captain's Skill: 54 

Crew Efficiency: 48 


PHYSICAL DESCRIPTION 
Sol’vak is typical for a Romulan male. 


BRIEF PERSONAL HISTORY 

TSolvak has been fighting a loosing battle to gain 
a powerful command. Since graduation, he has tried to 
convince his superiors that he deserves a more powerful 
command, but has simply gained enemies along the way. 
He has been in command of four V-11 in the last 10 years 
and has become a good ground forces commander. But he 
has only faced limited combat situations, where his forces 
were evenly matched. He was recently transferred to the 
Stormhunter, and has made no attempt to hid his anger 
about the posting. 


PSYCHOLOGICAL MAKE-UP: 

Sol'vak is nearly on the verge of obsession about 
gaining a better command, and is not above putting the 
ship a unnecessary risk to damage it beyond repair. Yet he 
does not want the ship destroyed or his crew hurt. He views 
the crew as part of his plan to gain a better command, an 
opinion only shared by a few aboard the Stormhunter. When 
missions do not go as planned, Sol’vak will be very vocal 
about the failure, although his will not blame individual crew 
members. His vocal anger keeps him under the constant 
watch of the Tal Shiar. 

Sol’vak can be very boisterous, and will often take 
out his anger on a bulk head or console. He will rarely 
direct his vehemence toward a crew member. He searches 
desperately for the one chance to break his loosing streak. 
He knows Jarok will promote him if he can prove himself, 
but is nearly paranoid that his chance will never come. 


CREW DESCRIPTION: 

The Stormhunter’s crew are well trained, but mixed, 
with those who have reserved themselves to the fact they 
serve on an enemy vessel, and those that desperately want 
to serve anywhere else. Few crew members are vocal about 
their dislike, though. Most know that promotions and rotation 
are simply a matter of time. Some have been with the ship 
since it was bought from the Klingons and enjoy the new 
capabilities of the cruiser. They are much in the minority, 
though, and most see the ship as a piece of Klingon junk. 


ff OFFICERS OF THE BATTLE HAWKS 


Name: Bliene 

Race: Romulan 

Age: 33 

Rank: Sub-Commander 

Position: Commanding Officer — Hunter 
Vessel: S-11 type 5 Scout 

Captain’s Skill: 51 

Crew Efficiency: 43 


PHYSICAL DESCRIPTION 
Bliene is a somewhat rounded Romulan female, 
having more “curves” than a typical Romulan woman. 


BRIEF PERSONAL HISTORY 

Bliene has lived an extremely sheltered life, never 
facing danger or adversity until well after entering the 
Romulan Navy. She grew up on a research colony near 
the homeworlds, being born to a scientist mother and 
accountant father. Bliene began studying sciences from a 
young age and continued to be fascinated by exploring the 
Astro-sciences. While she did possess the skills to enter 
a university, she lacked the funds and joined the Navy in 
stead. Surprisingly, she enjoyed the challenges and rigors of 
military life, and was posted to a scout ship after graduation. 
She continued moving up the ranks, and was soon a first 
officer. At this point, her world changed when an away team 
she was commanding was attacked by natives, killing most 
of her team. She soon became obsessed with protecting 
her fellow Romulans and those under her. 


PSYCHOLOGICAL MAKE-UP: 

Bliene is curious by nature and seeks a deeper 
knowledge of the galaxy. She still pursues the sciences with 
vigor, often sitting in on science division staff meetings. Her 
recent command loss and promotion have thrown her for 
a loop, and she is often nervous that she can’t make the 
right decision and will get someone killed. None the less, 
she is trusting of her ability and knows she is a capable 
commander. She tries hard to keep from letting the crew be 
too formal off duty. 

Bliene is youthful and flirtatious, especially off 
duty. She is just professional enough to keep her post of 
commanding officer out of the prying eyes of security, and 
enjoys the camaraderie of the crew. She believes that her 
training has become instinct and will keep her and the ship 
out of trouble. She fears missions that do not fit the mold of 
her command simulations. She will twitch her knee nervously 
under these circumstances, but keeps command firmly in 
grasp, knowing that indecision can be just as deadly. 


CREW DESCRIPTION: 

Bliene’s crew are nervous for their commander, 
fearing that her unorthodox loose command structure will 
bring her undue attention from the Tal Shier. They are 
capable and enjoy the atmosphere, but can not get over 
their paranoia, often laughing at jokes while looking over 
their shoulder. Only a few have realized that Intelligence 
does not care about their openness. 

The crew has come to understand that their vessel 
will often be used as “back-up” during covert operations. 
Most do not mind the mission profile, but become agitated 
when they must remain hidden while their comerads are 
wounded. None the less, they will follow orders and wait 
until the proper moment to provide the escape route for 
vessel in trouble. The crew still prefer the science and 
observation missions that continue to be their main mission 
focus. 
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Name: Valieus 

Race: Romulan 

Age: 46 

Rank: Sub-Commander 

Position: Commanding Officer — Soaring Heart 
Vessel: T-5 type 2 Destroyer 

Captain’s Skill: 55 

Crew Efficiency: 41 


PHYSICAL DESCRIPTION 
Valieus is tall and broad, even for a Romulan. 


BRIEF PERSONAL HISTORY 

Valieus comes from a line of diplomats, and has had 
dozens of contacts with numerous races. He has served in the 
military for just over 25 years, first on a boarder outpost, then a 
supply ship, hospital ship, front line destroyer, escort, and finally 
a V-7 cruiser. He began his career as a navigator, and was 
posted to Starbase 2 as part of a research project of mapping 
navigational anomalies along the Triangle boarder. Most of his 
other assignments have been along the Federation or Klingon 
boarder. This is his first command, having never served as a First 
Officer. He has specifically requested young crew members in an 
attempt to train the next generation correctly. 


PSYCHOLOGICAL MAKE-UP: 

Valieus simply enjoys his work. He has no real aspirations 
of his own or for the Empire. He follows orders to the letter, and 
will often rely on his officers and crew the “get creative’ when 
necessary. None the less, he is a capable officer and can often 
out-think enemy captains. He currently wishes to transfer to the 
boarder expanses, hoping to play his hand as frontier exploration. 

Valieus is quiet and contemplative, often letting his men 
do their job unsupervised. He often seems aloof, but easily takes 
in everything said to him. He responds to information with a mer 
nod of the head, and gives orders by simply waving his hand in the 
general direction of the intended officer. 


CREW DESCRIPTION: 

The crew of the Soaring Heart are an untested crew, 
all seeking eventual promotion. They are all keenly aware that 
Valieus is training them to be perfect soldiers, and few begrudge 
him his efforts. Many still lack practical experience, though, and 
are often worried they are making the wrong decisions. None the 
less, they are eager to learn and most give the ship and mission 
their all 


Name: Naquem 

Race: Romulan 

Age: 28 

Rank: Sub-Centurion 

Position: Commanding Officer — Tempest 
Vessel: V-11 type 5 Cruiser 

Capiain’s Skill: 49 

Crew Efficiency: 42 


PHYSICAL DESCRIPTION 
Naquem has a boyish face and slim build. 


BRIEF PERSONAL HISTORY 

Naquem is an officer of moderate skill and has 
been serving in several positions simultaneously for nearly 
ayear. Starting his career as a weapons specialist, he was 
transferred two years later to the tactical division of the V- 
6 Ramelia. When the Ramelia was destroyed three years 
later, his outspoken political views cost him the command 
of a front line destroyer. He was in stead posted to the 
Tempest as the Second Officer. He was suddenly thrust 
into command when the First Officer and Captain were 
killed during a spirited attack by Klingon forces. Naquem 
has since been pulling double duty, waiting for an officer to 
be promoted to fill the position of first officer. 


PSYCHOLOGICAL MAKE-UP: 

Naquem has wanted to take his battle to the 
Federation since he was young. He has requested several 
ship transfers to the Federation Neutral Zone in the hopes of 
being able to engage a Federation Heavy Cruiser, what he 
sees as his careers crowning glory. He has no attachments 
to family or friends, which allows him to keep up the break 
neck pace he is currently in. But he is beginning to mellow, 
starting to find solace in less arcane pursuits. Despite his 
near hot-headed nature, Naquem will not endanger the 
ship or his men unnecessarily, a fact that has kept some 
semblance of capability among the crew. Naquem is seeking 
political connections, so that he can further his dreams of 
attacking the Federation. Naquem respects the Klingons, 
but has contempt for the Federation and will speak of it 
openly. He make not doubts about his loss of face with the 
Tal Shiar, and will openly try to goad the secret member of 
Security out into discussions. 


CREW DESCRIPTION: 

The crew of the Tempest know their job and are 
capable enough to complete any mission. Ground troops 
posted on board often spend time with the crew, both 
groups of whom feel angered by being posted to an enemy 
vessel. The crew can be surprisingly efficient when faced 
with combat, but are somewhat lackadaisical on other 
missions 
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Name: Corius 

Race: Romulan 

Age: 24 

Rank: Sub-Commander 

Position: Klingon Tactical Expert, 
Commanding Officer — Hawk’s Eye 
Vessel: S-9 type 5 Scout 
Capiain’s Skill: 48 

Crew Efficiency: 47 


PHYSICAL DESCRIPTION 
Corius is average for a Romulan female. 


BRIEF PERSONAL HISTORY 

Corius has gained the Hawk’s Eye command ona 
fluke. She began her career as an attaché after graduating 
with high marks for her studies in Klingon culture and 
society. Although she does not oppose peace with the 
Klingons, neither does she support it, knowing they are 
dangerous as both friends and enemies. Because she did 
not forward political views either way, she came under the 
watchful eye of security. Even before she graduated, her 
quiet yet demanding nature earmarked her for command. 


But when the previous commander of the Hawk’s 
Eye was transferred to the newly captured D-10, acquired 
in the Triangle, Corius was bumped up to command and 
given acrash course in starship tactics. She has since been 
the commander of the scout vessel, conducting nearly two 
dozen covert missions behind the Klingon boarder. She has 
only had two combat encounters with the Klingons in her 
two years as ship commander. 


PSYCHOLOGICAL MAKE-UP: 

Corius is motivated by curiosity, more than anything 
else. She knows she need experience, but trusts her training 
and her crew. Her success and capabilities are growing, and 
her knowledge makes her the best interpreter of Klingon 
military and political actions within the unit. She doubts some 
of her command ability, but not her interpretations. She is 
sometimes frustrated by her lack of political clout, unable to 
pull desired crew members from other commands. Although 
she does not speak openly of it, her command staff know 
her frustrations. 

Corius’ curiosity also makes her suspicious of what 
she does not know, almostto the point of over protectiveness. 
She so far has not walked away from a mission, but would 
do so if she felt the risks did not outweigh the benefits. 
This somewhat dangerous attitude is only know to her First 
Officer and Engineer, her closest friends on the ship. She 
also has no compunction about the capability of her ship, 
readily willing to call for back-up or re-enforcement’s if she 
feels out numbered or out matched. 


CREW DESCRIPTION: 

The crew of the Hawks Eye are a mixed batch of 
inexperienced trainees, scientists, and older officers seeking 
a quieter pace from the military. The crew all know they 
need time to develop responses to each other. Some of the 
younger members do grumble quietly about their captains 
lack of aggressiveness, but few support this view. 
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Name: Divlius 

Race: Romulan 

Age: 83 

Rank: Admiral 

Position: Sector Commander - Triangle Sector 
Vessel: Star Base 2 

Captain’s Skill: 51 

Crew Efficiency: 43 


PHYSICAL DESCRIPTION 
Bliene is a somewhat rounded Romulan female, 
having more “curves” than a typical Romulan woman. 


BRIEF PERSONAL HISTORY 

Divlius has been in charge of the Triangle Sector 
forces since the Romulans ended their expansionism 
in 2268. He was part of the Command Operations Staff, 
choosing which targets the Empire would attack, and one 
of the many who took some of the blame for mission failure. 
He began his career when just a boy, entering the service at 
the age of only 17, a year before the standard entrance age. 
He quickly moved into the strategic field, become first an 
attaché and then a division liaison. But the Romulans were 
not in a military expansion mode. Because of their choice 
to stay isolated from the Federation and Gorn forces, the 
Romulans continued exploration and conquest in a fairly 
barren portion of the galaxy. 

When the plasma torpedo was finally perfected, 
Divlius sat in with his commanding officer on discussions 
of attacking the Federation. It was he who suggested 
sending the Praetors own flag ship to attack the Federation, 
a suggestion that later reduced him to the rank of Sub- 
Commander and transferred him to Romulan Southern 
Defense Complex. 


Divlius would spend 10 years regaining his position 
as a respectable commander. He continued his main goals 
of planning greater conquests of planets in the Triangle and 
along the Federation boarder. By 2280, he had attained 
the newly created rank of Admiral, a rank taken from the 
Humans and Klingons. He was given command of the 
Triangle sector and has been in charge ever since. 

His goals of expansion, raiding, and even alliance 
with lesser worlds have helped the Romulans maintain a 
large connection with worlds in the Triangle and along the 
hostile Klingon boarder. Thanks to Divlius’ pollicies, and a 
talented command staff, the Romulans continue to import 
raw materials at an alarming rate, expanding the fleet and 
opening up several new colonies. 


PSYCHOLOGICAL MAKE-UP: 

Divlius is committed to making the Romulan Empire 
a powerful political and economic tool for the Romulan 
people. He has chosen Jarok and several other officers to 
strike at the Klingons and their allies in this sector to re- 
enforce the trade routes and protect Romulan interests. 
Divlius knows that he face a three pronged battle, and finds 
comfort in the challenge. Despite attacks by Klingon, The 
IKS, and even Orion pirates, Divlius knows that the Romulan 
Empire is firmly entrenched through space. 

Divlius also knows that the Romulans are rappidly 
approaching another isolationist period in their history. He 
has watched the Empire expand both its covert operations 
and openly attacking the Federation. Divlius believes that 
the few political gains from this near state of war have not 
been sufficient to counter the comming backlash from the 
Federation. Divlius has also seen the Klingons not only 
remain a major force of contention, despit their recent 
catastrophy, but actually focus their agression along the 
Romulan/Klingon boarder, increase combat operation three 
forld. Divlius hopes that by striking at the massively reduced 
Klingon fleet, his forces can capture and hold several 
key worlds, moving the boarder away from key material 
production worlds along the boarder. 

Divlius is dangerous in his middle age, and knows 
it. His experience gives him unique insight into the Empire 
as a whole, and it’s ship captains in general. Divlius knows 
exactly what commanders are best for what missions, 
and is given a wide latitude in command decisions, much 
to his liking. Quiet and thoughtful, Divlius spends much 
of his time reading mundane crew reports. From these 
lengthy sessions with operations personnel come sweeping 
command changes and mission reassessments. 

Divlius is a man associated with the old guard. 
Although easily able to send men to their deaths, Divlius 
values honor above all else, having quiet contempt for those 
of the new Empire who see personal power as a greater 
reward than serving the Romulan Way. 


NS FRST FLGHT 


A NEW ENEMY: 


RSS BATTLEHAW K. 


Jamk sat quety n hs char, starng 
at the tactcaldëphy ntenty. He had 
ony had com m and ofthe Battehawk for 
three months, but teated hs men as if 
they were his foryears. There was no 
queston n hs mind of tust or abilty. 
They wer a good ciew . 

‘Fourteen m nutes to the Federaton 
boarder’ hs scence offcer announced. 
‘Stand by to bad torpedo bays” hss fist 
offcer commanded. A good crew 
indeed’ though Jamk. ‘Do you thnk the 
Hunter 8 at the boarder yet?” his fist 
asked nervousy. 

“Enot” Jamk sad cah y, ‘ths wil 
albe fornaught. Do notwony, Rehr. I 
grew up with Tom abk. Ehe cantm ake 
t h font of the convoy, he wilpbw 
rght through and take at kast one of 
the fephters. He knows why we ar 
hex.” 

Yes sir,” Rehr wpled, sounding 
unconvinced. 

‘Twelve m nutes. Stilno accuzate 
wadng of the boamer. Iam sony, 
Comm ander, but Iw ilnotbe abE to get 
us an accurate wading on any boarder 
patos’ until afer we decbak” The 
young Centuron averted hg eyes. 


Do not wory, Centuron,” 
sai Jarok fom aly, “if there are 
te enforcem ents near the 
boarder, knowing about t will 
not change that fact. Besides, 
litte brother, if you cant see 
them , they cantsee us!" 

Jawk’s biwther boked up and 
sm ied. E htm nutes,” he announced. 

‘tb tme” 

And with that, the 14" Fionter 


Defense Unt hunched ther fist attack 
as the Battkhaviks. 


Battlehaw ks 


GAME SETUP 


Lay outtwo Star Trek Com bat Sm ulator map-sheets n the confguiaton shown. 
Thi represents the area of space wher the conflict takes pace. Allvessesk start 
the game atsubivarp speed. Use the Graduate Starship Tactics Course miks n 
this scenarb. 


Defender 
The Defendng force conssts of: 
1 LenthalM k V Destoyer USS W ndsbw) 
1 BakerM k IDestoyer USS Boston) 
1 Larson M k VITLyhtDestoyer USS Averz) 
3 Rem ora Mk IMEscorts Adora, Chaw az, T pran) 
12 Lbery Mk IFieyhtes 
2 Lotus FbwerMk XX Transports 
16 Varbus M exchant Vessels 
On phase 2 of tum 3, the defendng fore receves the folowng æ- 
enforcem ents: 
1 W ikerson Mk IDestoyer USS Accom daton 
On phase 1 of tum 7, the defending force ako mceves the flbwng e- 
enforcem ents: 
1 Duret Mk IlghtC miser USS Starseeker) 


Depbym ent 
The Defendng force depbys abng the centerofmap 2 n any confguraton. 
Re-enforcem ents arve fiom the top edge ofm ap 1. 


Attacker 
The Attackng force consists ofA pha and Beta strke w ngs ofthe Battehawks: 
1 V-7 type 3 LihtC mier RSS AstalW ng) 
1V-9 type 6 Criser RSS VespralHuntey 
1V-11 type 5 Cmser RSS Stom seeker) 
1 V-30 type 3 Heavy C mier RSS Battehawk ) 
At any tme afer tum 3, the Attackng force may call n the flbwng æ- 
eniorcem ent: 
1 S-9 type 4 Scout RSS Hawk's Eye) 


Depbym ent 
The attackng force enter fom the top rghtor PË comerofmap 1. Allshps 
mustenter the map on tum 1. Attackers w-enfporcem ent may depby, cbaked, 
anywhere on the board. 


Victory Conditions 
The Attackerv ns a fullvictory be destoyng 4 ormore Lberty fephters. The 
Attacker wns ony a partalvictory by destoyng any of the m erchantm en, and 
only a m nor victory by destoyng any of the Star Fket escort vessels. The 
Attacker suffers a m nor defeat by bosng any of the Attackng shps. The 
Defenderw ns a m norvictory by chasng off the Attackerbefore tum 10, anda 
maprvictory by destoyng the V-30. 
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Stardate:99013,Moming Garden: 9.786 .7E - Convoy 37725-F N631,16 :23 FST BS A 


AN 


New y prom oted to the rank 
of Commander, the ambitous 
commandng offrer of the 
newly fpmed =  Battkhawks, 
rushed hs shis nto the 
tainge to wid Kingon and 
Federaton ntersts. W ihn 
three months, he had his fist 
convoy. But he was cbse to 
Federmtbn space, and had not 
contacted his re-enforcem ents 
nh weeks. As the feghters 
dwpped fiom wa at the edge 
of the Momng Garen System , 
Jamk sprang nto acton. twas 
a good test for the popubr 
officer. 


SS 


SPECAL RULES: 


Boarding Parties: 

Standard boaring partes miks apply. Each fephtermay use % of t's crew as 
green troops whik undew ay, and allof the crew as green toops if t's engnes ar 
dam aged or ti othew se unabk to move. 


C baking Expertise: 

The three Remora Mk WV Escorts Ador, Chawaz, T'pran) all receve a +15 to 
detect cbak wis, due to the nature of escort m Ssbns and their captans skil n 
deaing with cbaked vesseE. 


Escape: 

The attacking force may escape by warpng off the bottom ofthe com batara. The 
Defending force may escape by warpng outabng the top, Ef, and rpht ste of the 
com bat area. Any ships that Fave the mm edhte confict area are not consnHered 
escaped. Keep track of those ships and albw a pursut force to ntercept the shp 
unkss they gotto warp. 


Exp lbsive Cargo: 

The Federaton fenhters are each canyng Nutolum, an extemel expbsive 
compound. É a Federaton feghters hul s damaged by more than 8 
superstucture ponts, the cargo wil expbde. For each pont of damage the 
fe phter's hullteceves,10 SCU ofnutolum willexpbde. Each SCU does 5 ponts 
ofdamage. Ifthe feghter $ destoyed, the resuing expbsbn shoul be handed 
Ike a W am Core Breach expbsbn (see advanced rks). Allotherdam age is done 
to any shp vihn the same hex or diecty adacent to the same hex as the 
Freghter. 


Ending: 
The scenarb ends on tum 12 due to massive Federatbn Re-enforcem ents. 
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AN NTRUDER 


UNEXPECTED G UESTS: 


‘And that 5 our phn of attack. 
Comm ents?” ask Jerock. 

“woud be best, Comm ander, ifthe 
D estoyers arved severalhours eary,' 
commented the captan of the 
W athawk. 

W th enough time,” conthued the 
captan of the Eagłs Piogeny ‘we 
woud be abE to move neary to the far 
sde of the staton. Eve omt hih 
enough, tw ilgive us a chance to strke 
on their undefended stile whik you 
occupy theim an force.” 

‘Pezhaps,” sad Jarok thoughtiiv. 

“E wouH kave us without a 
destioyerescort pr the trp to the base,” 
nterpcted hs second n command. 

‘But t woul guarantee at kasta 
sngp poverul strke, agieed the 
captan ofthe AstalW ngs. 

Jamk tumed to bok at the tactral 
dëphy yetagan. twas a dangemus 
gambE, but cou be a temendous 
success. The comm beeped, starting 
hin fom hs thoughts. 

‘Speak.” 

‘My apobgës Comm ander, but the 
N arhnce pors thee Klingon 
battecubers heading towards wpar 
staton 287.” 

Wel wel Eseems the Kingons 
have become m hd waders. Retum to 
yourshps! Hein! Seta course forthe 
base, maxmum wap” Commanded 
Jewck as he headed fpr the brige. 
“Vet us fist deal with our unexpected 
guests. Then perhaps we w ilpay them 
a vii” 


Battlehaw ks 


GAME SET-UP 

Lay outtwo Star Trek Com bat S m ultor map sheets n the confguraton 
shown. This represents the area of space where the confict takes phce. Al 
vessel’ start the game at sub-wayp speed. Use the Graduate Starship Tactics 
Course miks n ths scenarb. 


Defender 
The Defendng force conssts of: 
V-9 type 6 LghtC mier RSV AstalW ngs) 
VS type 7 Heavy C mier RSV W abid) 
V-30 type2 Heavy C mier RSV Battehawk ) 
2 T-10 type2 Destoyers RSV W athawk,RSV Eagks Progeny) 
On phase 2 of tum 6, the defendng fore ceres the folbwng æ- 
enforcem ents: 
V-27 type 1 Heavy Cmiser RSV W arance) 


Attacker 
The Attacking force conssts 
1 L24a €verVictorous) C hss XIMBatikshps (KV Vitus) 
2 D32b Bid of Pry) Chss VIC nisers (KV Dark Hammer, KV Success) 


Depbym ent 
The Attackng force depbys n fom ation abng the upperedge ofthe map. 


Victory Conditions 

The Attackerw ns a fullvictor if4 ormor vesseb are destoyed. The Attacker 
wins a partalvictory ifthe Battehawk 8 destoyed. The Defenderw ns a partal 
victory ifthe L-24s ss destioyed, and a fullvictory if two orm or Kingon vessels 
are destioyed orthe L-24 3 successfully captured. 


SpecialRules 
Standard boaring acton wes appy. 


Ending 
The scenarb ends affertum 16 due to Rom uhn w-enforcem ents n the aea. 
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Stardate: 9906 4,B roz System :9.7S,6 9E 10:27 FST ANZN 


As Jarok compëted a brefng 
of his offcers at ther home 
base of Broz, a powerul 
Kingon squadion entered the 
system , n an unusual show of 
force. A batteshp, wih two 
heavy frgates headed for the 
outpost. Jarok was forced to 
put hs pbns on hoH to deal 
w ith the new theat. 

The suyprse attack would prove 
tyng to Jamk, Eadng to new 
pëns for hs unt and a new 
defensve posue fpr the 
Empie. 


Escape: 

Thi battk 8 a matter ofprde forboth sies. The Attackermay onl kave 8 2 of 
his ships are crppkd ordestoyed. They may escape only abng the upper edge of 
the com bat fe. The defending force may only escape after dgabing ordestwyng 
two of the KIngon vessel. Ifeither side chooses to atem pt escape, the opposng 
sile m ay atem pt to pursue. See warp speeds bebw. 


Boarding: 
Standard boaring wks appy frths scenarb. 


RepairRols: 

Both the V-9 and V-30 have had suffcrnt tm e to conduct repais to thei vessek. 
To smuhte ths, all systems ar consilered half pared. Each captan may 
atem pt to make as many repairs to hsher shp before the combat begns. Each 
system that $ still not fly functonng may be repated two more tmes. Tether 
wpairiwl fais, the captan mustdealw th the dam age to thershp. 


W arp Speed: 

For the m apriy of this scenarb, the combatants willbe at sub-wayp speed. Shou 
the escape param eters be m et, either force m ay atem pt to pursue the other. A shp 
must be abl to power t's wamp engnes to at Fasty of ther full power Evelto 
achëve the nextvarp Evel W hik atwayp, only photo towedoes m ay be used. 
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ays SILVER PHEASANT I 


TURNED ON T'S MASTER 


‘Are your cetah that 6 what 8 
caushg the wadnngs? One of our 
ships?” asked Comm anderTE. 


‘Yes sr Es defniey a 
quantum sinau. I woul 
sum ise that the Orons must 
have found the shp adrift and 
have attempted to ft the 


vessel” Sad the tacticaloffcer. 

“E appears they have meto-fit the 
weapons system s and severaldeféctor 
systems. IcouH not get an accute 
wadng on the engnheerng secton 
before the Federatbn task fre 
captured tand took tn tow,” reported 
the science officer. 

‘How faraway fiom the tug was the 
Avan?” asked TË. 

‘Ido not suspect they a i fontof 
the convoy. They wer to faraway to 
efectvey move quirky without 
compiom Bing ther cbakng sheh.” 
The tactcaloffcer boked pensie. We 
w ilhave to attack fiom behind.” 

No,” Të said, bokng thoughtful 
“The Federaton ships wer occupëd 
with the Orpns. Ithnk the Avan woul 
have rsked t She n font of the 
convoy.” 

“IE yourw mong, ourattack w ilnotbe 
successful” 

We am not hem to retake the 
batteshp,” announced Të, suprshg 
his offters. No one of our shps 5 
capabë of tow ‘ng the batteshp abne, 
and twould be too dangerus to detail 
too much ofour frepower. No. Nevil 
attack and concentrate on destoyng 
some of the convoy. Contact 
Comm anderJerock the mom entwe de- 
cbak. nbpm hin ofthe simaton.” 

“SY, ifthe Kingons ar istenng ..” 

We am ony two days fom 
Federatbn space. Onl an KS shp 
could nterept what 5 Eft of the 
convoy.” 

WYourtakng a by rek” hs fist 
fcersadqurty. 
‘A bogerrsk fw e do notknow what 
was done with our technobgy. We 
can tdestoy the batteshp yet.” 
The other nodded sighty, and the 
VesperH unterm oved to attack. 


Oo 
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GAME SETUP 

Lay outtwo StarTrek Com batS im ulatorm ap sheets n the confguraton 
shown. This represents the area of space where the conficttakes phce. All 
vesse E start the game atsub-wayp speed. Use the Graduate Starship Tactics 
Course mEs n ths scenarb. 


Defender 


The Defendng Force conssts of: 

1 KevMk IFrgate USS Havana) 

1 Babcock Mk V Frgate USS S takesh) 
1 GenserM k TEscort (USS Oquendo) 

1 ThufirM k ID estoyer USS Stuart) 

1 Sabk Mk TTug USS Astute) 


Depbym ent 
The Defender depbys n a tyht fom aton abng the center of the combat 
area, with the Sabl n the center. 


Attacker 


The Attackng force conssts of: 
1 V-9 type 4 Cniser RSV VespralHuntey 
1V-7 type 3 Cmiser RSV AstalW ng) 
1 V-20 type 1 Cmser RSV Courageous) 
1 V-20 type 2 Cmser RSV Staker 


Depbym ent 


The attackng force depbys abng the top and bottom of the batik area. 
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Stardate: 9931.7,Rem fry System :104S ,64E,15:04 FST 


The S iver Pheasant: 
The S iver Pheasant s a Nova Mk Ibattkshp thatwas nearly destoyed n a batte 
w ith the Kingons severalyears ago. The crew was abk to escape after setting the 


selfdestruct. Sumprsngy, although the engines expbded, the shp was not 
destoyed. The Orons recently found t adrift and have been modifyng the shp 
ever snce. At the beginning of combat, the way drive system, new nstaled 
weapons, shes and mostother ntemalcom ponents are not functonng. To brng 
any one system on Ine vvill requie 4 tums wih no damage done to the Batikshp 
and no enem y boardng partes beamed over. The shp b notunder ts own power 
and has few sections thatar notexposed to space. 


Boarding: 

The S iver Pheasant i m ostly exposed to space. Space suits willneed to be used if 
a squad wishes to move fiom one secton of the crppkd battEshd to another. AL 
of the vialareas of the shp @€ngneerng, fre contol, bridge, etc.) are protected by 

tansporter nhbitorw. Atthe startofcom bat, the Federaton has 2 squads of twops 

and 3 squads ofengneers thatar considered m oderately taned toops. 


Escape: 

The Federaton must keep the Siver Pheasant n a tactor beam and go to var. 
Ths wilrequie 5 tums forthe tug, unm oksted by the Romukns. Should the tug be 
dam aged, the Siver Pheasant can not escape the board durng the conflict. Fbat 
the board shoul the Siver Pheasant move off any edge. The Romuhns may 
escape m oving off the bottom , Eftorrghtedge. They do notneed to go to warp but 
can not retum to the batte once they kave. 


Ending: 
The scenarb ends aftertum 6 due to orders forthe Rom uhns to disengage. 
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W hie on a scientific 
nvestgaton of the anom ales 
h the tangk, ekments fom 
the Batikhavk move to the 
edge ofa system beleved to be 
conttoled by ekments of the 
Oron Syndrate, a newly 
form ed union of the O rbn piate 
fam ites. Forced to unite n the 
face of Ferengi tader, who 
wer stil unknown to the 
Federaton, the O ron Syndicate 
had captured a prototype ZA 
batteEshp that was though to 
have been bst several years 
earterto the Kingons. But n 
realty, the batteshp had been 
salvaged by the Orbns. The 
syndrate mmedatevy began 
upgradng the powerful shi 
w ith erm ents from the 
Federaton, Kingons, Bren, 
and other races. As the 
m odificatons neared 
com petbn, the Fedeiaton sent 
a powenultask force to prevent 
the batteshps com peton, and 
capture the vessel if possbE. 
The varbus Orbn fam ies sent 
ever shp they had to defend 
the dock yam and thei new 
batteshp, but the Federaton 
wou not back down. Fnaly 
abl to wiestk the massive shp 
for the Orons, the Federton 
Efta rearguard to hol off the 
Orons memanng shps as they 
towed the shp fiom the system . 

But the battle dil notgo 
unobserved. Realzng that the 
federaton task fore woul 
soon be ckarofthe system and 
be abk to jmp to way, the 
Romubn commander was 
forced to attack. Outgunned 
and outm anned, the Rom uhns 
hoped to provide enough tme 
for ther com rades to mount a 
hoer strke to capture the new 
shp. 


Battlehaw ks 


aN 


X SLVER PHEASANT I 


Grasping ats traw s 


‘SR! Stilno sin ofthe othershps! 
I fear we have over taxed ourselves.” 
Zien coughed the acri sm oke fiom hs 
lungs. He had been we1wutng power 
system fpr over ten m nutes now. He 
was mnnng outofcicuis. 

‘STAY AT YOUR POST!” Jamk 
sneered. “Iwillnot bose ths prze” 
Carefully he examined the tactral 
dsphy. He was h overhs head. And 
shkng fast. H 5 untwas pastthe outer 
defense rng, buthe knew twas now a 
mce. TE the tow vesseb made + nto 
range of the starbase, he woul be 
hepëss. And with sudden hope, he 
saw hs other unt steam ito the 
system , weapons bazng. Now vashë 
chance. 

‘O er the Tem pest tp move n and 
board the batteshp. And tell them to 
huny” Jamk watch n tepid faschatbn 
as the tug changed course without 
m sing a beatand headed forthe sem + 
safety ofthe sm aleroutpost. 

Wel, vel,” sali Jamk n suprshg 
quit. “pra civilan, ths one 5 m arer 
than Ithough. So tsa fghtno mater 
what. Ah wel” 
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GAME SETUP 


Lay out four Star Trek Com bat Sm uhbtor map sheets n the confgurton shown. Ths 


represents the area of space where the confict takes phce. Allvesseb start the gam e at sub-w arp 
speed. Use the Graduate Starshp Tactics Course miks n ths scenaro. 


Defender 


The Defending force conssts of: 
5 Scop Mk ICorveties 
1 Brenton Mk V Heavy C mter USS Astorb) 
2 GenserM k IEscors USS Quendo,USS Stuart) 
1 LoknarM kV FastAttack Frgate USS Proxma) 
1 BadcockM kV Fryate USS Havana) 
1AbmoMkIDefnse Phtom (Outpost117) 
IRA fveturMk [Staton Defense O utpost1051) 


On phase 2 oftum 6, the defending force ceres the folbw ng w-enficem ents: 
5 Epsibn Mk ICuttess 
2 Fenbn Mk IM oniors 
1 W ikerson Mk IDestoyer USS Tgershark) 


Depbym ent 


The defendng force depbys n severalphces. The Scompbd Corveties and W elington cmser 
depby parked nextip the Alm o Staton. The staton 5 bcated n om taiound the phnetbcated on 
the centerine ofm ap 1 and 2. The R-1 8 h otbtaround the neatby moon, i the Ef—centerofm ap 
3. The other shps depby n fom aton near the centerofmaps 3 and 4. Re-enfbicem ents arve 
fiom the Effedge ofm ap 1. 


A 


cker 
The Attackng fice conssts 

1V-7 type 3 C mier (RSS AstalW ng) 

1V- type 7 Heavy C mier RSV W amid) 

1 V-30 type 2 Heavy C mier RSS Battehawk) 

3 V-11 type 5 Battecmiers RSS Stom seeker, RSS Stom hunter, RSS Tempest 


Second A tacking Force 

1V~-9 type 6 Cniser (RSV VespialH unter) 
1 T-10 type 2 Destoyer RSS W athawk) 

1 V-20 type 1 C mter (RSV Courageous ) 

1 V-20 type 2 C mter (RSV Staker) 


Depbym ent 


Vic 


The Attackng force depbys abng the bo 
fiom the farrghtedge ofmap 2. 


m edge ofmap 3 & 4. The second attack pre enters 


tory Conditons 

The Attacker must capture the Silver Pheasant. If the Siver Pheasant s 
captured, data fom the shps computermay be tansfened. This requies the 
attacking force to be n contolof the batteshb for3 phases (1 tum). Capturng 
the Siver Pheasant $ considdemd a m hor victory. Tiansferng the data s 
consHered a victory. Escaping with the batteshp 5 consdermd a maprvrtory. 


SpecialRuks 


Standaid boarding acton miks appy. 
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Stardate: 9943 .7,Carw ie’s W ord :9.0S,6.0E,15:26 FST 


AN 


Abm o Defense 
Outpost 


R- (victus) 


Asterids: 

Create an Aseri fe abng the centerofthe botom two m aps as shown. Each asteroidi has 15 
superstucue ponts. Fan aseri coles w ih a shp, tdoes 12 ponts ofdam age. A shp m aym ove 
though the asteroidi feH ata m axi um speed of2 hexes perphase (le.6 hexes pertum). Each hex 
crossed hasa 20% chance ofa colison,vi ih an addibnal20% colsbn chance perhex speed over2 
perphase. Each colison nvoves a num berofastetoiis equalto the num berofhexes m oved (23 
hexes equa 3 his). Any vesselthattres to navyate the feH cbaked ncæases theirchange to be 
dam aged by 30% perhex ciossed. 


Boarding: 

Standard boarding wks app}. The S iverPheasant 5 now airtyht, so there 5 no need forspace suts. 
Them ar 5 squads oftoops and 8 squads ofengheers aboard the siverpheasantatthe begnnng of 
com bat. 


C baking Expertise: 
The R-1 and A hm o base both have a +85% cbak detecton w thn 10 hexes. 


Firing on the Planet: 
The phnethas 12 bases @ perar) thatcan fie ata shp nowt. Use FH4’s,1 perbase). Each base 
has 500 superstiiciume ponts. The moon has 1 base perar. 


RepairRols: 
The V-9,T-10 and both V -20s m ay m ake 5 rparwis befor com batbegns. 


Escape: 
The Rom uhns m ay onl escape back though the aseri feH. No othervesseb m ay Fave the com bat 
ama. 


Ending: 
The gam e ends on Tum 12 due to massive Federaton m-enioicem ents fom starbase 12. 
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W hen scouts fom the Romubn em pie 
fnaly caught up wih the Federaton 
task force, they quirky detem hed that 
the Romubn Z-1 was sem iopezatonal 
and sypnifranty mor povertul 
Know ig thathe vouH notbe ab to 
capture the batteshp, hs scout ver 
abl to detem ne that fullspecs of the 
modifratons wer ih the man 
computer. Unfortunately, they ver 
unabk to down bad the specs before 
the Fedemtbn vesseb chased them 
off. 

Jamk quickly made phns to boad 
the shp vhik conducthg a state 
defense. Hopng that the other 
ekments ofhi force wer not faroff, 
Jarok quickly m oved nto the system . 

But the attack would notbe easy. 
Know ng the Romubns wer not far 
behnd, the Federton task fore 
quickly proceded through the ony two 
openng the massive and dense aston 
fe sunoundng Cawik’ Nord. 
Fearng they dil nothave tme to wach 
the safety of the phnet, the escorting 
convoy took up positon near the R-1 
defense outpost near the higer ext 
pont n the feH. Knowng twas a 
prime focalpont, Jamk marshakd hs 
force hh a he open pocket of the 
astod fel. W hen the tugs fhaly BEL 
was saf enough to procede, they 
dashed forthe A hm o defense base. 

The Battkhavks emeiged fiom the 
aston feH and the Fedemton fices 
moved quirky to nterept. W ith hs 
only escape qurky beng cut off t 
appeared that the Battthawks wouH 
surely bose ths batle. Suddeny, 
Jarok's tem anng forces wcketed past 
the R 1, piching the Fedezaton pres 
between the two Romubn fkets. 
Victory, once agah, was wih-n hs 
grasp. Butatwhatcost... 


Battlehaw ks 


ANZN 


“= STORMRUNNNG 


Steks and Stones 


“E b diffcuk to tel, commander, but 
there are defniey two Fedemton shp 
appioachng the asepi fed. 
Estimated ...thme m hutes before they 
enterthe outeredges.” 

Jamk began to sbwy recie every 
curse he knew. ‘How bng untilwe may 
Pave,'he asked na gowl 

‘The Tempest 5 ady, as 5 the 
Stom seeker and AstalW ng. But the 
Stomhunter wil not be mady for 
another 10 m nutes,” announced hs 
comm uncatons oficer. 

‘DAMN! shouted Jamk, using the 
stange human expressbn. ‘Cease 
mdo communtbatbns.” He began to 
tap hs command desk quety, thnkng 
haw. 

Wemaybe abt t hile. Nihal t 
his rock and dust, t shouH provide 
enough dbtactbn that ve can stay 
hidden,” suggested his frstoffrer. 

‘Notw ith the engne dam age of the 
Hunter. Even cbaked, £ must be 
baking pësm a and energy Ike a stve” 
G nm btd Jamk. 

‘The Federatbn woul notsend two 
cmier hb an empty system f they 
wernt bokng Ðr us” chmed n hs 
tactcalofecerunhappiv. 

“Fthey do seekus,ve cou make a 
dash for the boarder. Ther am re- 
enforcem ents thatm usthave picked up 
ourdstess call” 

Jamk stared steadfastly at the view 
scieen, vatchng the dstorted mages 
beng fitted by the computer. 
‘Perhaps. Butthe Stom hunterhas the 
hpm aton n ts com puterbanks. We 
can notafioid to bose t” 

‘oh E km ents,” gasped hs scence 
officer. 

W hat! dem anded Jarok. 

“SY, Ive ckazed up more ofthe hter 
.. 1.. ther’s a thid Fedentobn vessel 
Allthiee ar C mers or higer. Oh fie . 

. vete out gunned,” she gasped 
nervousy. 

“Today B not your tme to de, 
Centuron. ButyouT have to wor for 
the prvikge. Battikstatonsi Set am 
attack course for the higest vessel 
Ths had best be worth +” he 
comm ented hst, to no one nh partcutr. 
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GAME SETUP 

Lay outtwo Star Trek Com bat Sm ultor map sheets n the confguraton 
shown. This represents the area of space where the conflict takes phce. AL 
vessels start the game at sub-wayp speed. Use the Graduate Starship Tactics 
Course mks n ths scenarb. 


Defender 
The Defendng force conssts of: 
1V-30 type 3 Heavy C mier RSS BattEhawk ) 
1 V-7 type 3 LihtC mier RSS AstalW ng) 
3 V-11 RSS Stom seeker, RSS Stomhunter,RSS Tem pest) 


On phase 2 of tum 6, the defendng force receves the flbwng æ- 
enforcem ents: 
1 Z-1 type 1 Battkshp RSS Nova) 


Deplym ent 
The Defenders depby vihn the astern fel, uncbaked. Re- 
enforcem ents arive fiom the bottom ofthe board. 


Attacker 
The Attacking force conssts 
1 Chandky Mk W Frgate USS W elmgton) 
1 Brenton Mk V Heavy C mier USS KoviX) 
1 Northam pton Mk MFrgate USS Devonshie) 


Depbym ent 
The Attackng force depbys n fom ation abng the upperedge ofthe map. 


Victory Conditions 
The Attackerw ns a fullvictorifthe Battehawk i destoyed. The Defender 
whs a partalvictory fany of the Fedeiaton vessek 5 destoyed. 


SpecialRules 
Standard boarding acton wes appy. 
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Stardate: 9958 3,Currie System :9.0S,6 3E 01:18 FST ANN 


AN 


Afer successfully obtanng the 
phns for the upgraded Siver 
Pheasant, Jarok and much of 
his force were badly dam aged. 
Forced to scatter, Jamk and 
several of hs shps were 
unabE to retum to Romubn 
space. Sonalng ther ntent to 
conduct repais n the Cure 
system, Jarok and hs shps 
moved nto an asteroidi fel n 
an atempt to hie fom 
possbE pryng eyes. 
Unforunatey, they di not 
yem ah hidden for bng. 


Asteroid Field: 
Use the Asteroidi Creatorto build an asteroidi fe that spans both boards. Standard 
asteroid fell wEs appy. 


C baking Expertise: 
The Enteyprse chss cmierhas a +15% modiferto detectcbak vessels, and the 
Northam pton frigate has a +10% modifer. 


Escape: 

The attacking force m ay escape off the top, Eftand rghtedge ofthe com batara. 
The defendng force may only kave the com batara abng the bottom ofthe fel. 
Any shp that Eaves the com batara i gone and may notcom e back. 


Repair: 
The V30 may make 2 reparwls before combat. The V-7 and althe V-11’smay 
onl make 1 wpairiwlleach.. 


Ending: 
The scenarb ends on tum 14 with the Federation vessel Eavng the com batara. 
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ANZN 


“= SURPREBEE ATTACK 


Dhnng by StarLyght 


M artok-sutiVeska watched the data on 
the font screen with such ntensiy, he 
jumped when one of the gieen dots 
suddenly moved. Sphnng hs 
command char, he eyed hs scence 
offcer. 

‘Theyʻe moving of” she sañ na 
stunned whisper. ‘Allof them except 
the command cmier” She boked up 
and sm ied vibusy ather com m andng 
officer. 

Keep your phce,” he safi, sm ing 
back. But he conthued to watch her 
mactons. 

Fhaly, she boked up agan, 
ginnig ke a ag. Betierthan wap 6. 
Back on therpatolioutes.” 

G ood,” commented M arok sm ing. 
He hxdasraly tumed hs command 
chair back to face the screen. Gye 
them a good hour to be well out of 
ach. Then we Im ove h” 

Yes, my ba” wpled hs hen 
officer. 

‘Revenge, chidren, 5 a dish best 
served col,” announced M artok to the 
cadets h hs crew. ‘And ts coHer 
than Rua Pentea wher Im sendng 
you, Jamk” Marok sad the hst so 
viebusY, even hs hawened veterans 
boked up fiom their statons to star at 
their Pader. But Martok never once 
took his eyes fiom the æm anng green 
dotthatm arked hs prey. 
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GAME SETUP 

Lay outtwo Star Trek Com bat Sm ultor map sheets n the confguraton 
shown. This represents the area of space where the conflict takes phce. AL 
vessels start the game at sub-wayp speed. Use the Graduate Starship Tactics 
Course mEs n ths scenaro. 


Defender 
The Defendng force conssts of: 
1 V-30 type 2 Heavy C mier RSS Battehawk ) 
1F2 type 2ReparStaton RepairBase 371) 


On phase 1 of tum 9, the defendng force receves the folowng æ- 
enforcem ents: 
1V-7 type 1C miser RSS AstalW ng) 


Depbym ent 
The Repar Base $ n orbit abound the phnet, with the V-30 docked. Re- 
enforcem ents arive fiom the top ofthe board. 


Attacker 
The Attackng force consists 
1L42b Bid of Prey) Attack Frgate (KV Fekhar 
2 D32b Bid of Prey) Cmsers (KV Pounder, KV Elm nator) 


The Attackng force depbys n fom aton abng the bottom edge ofthe map. 
Victory Conditions 


The Attackerwns a fullvictor ifthe Battehawk i destoyed. The Defender 
whs a fullvictory fallofthe Kingon vesseb are destioyed. 


SpecialRules 
Standard boarding acton wes appy. 
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Stardate: 9960 3,Borm System :9.78,6 9E,06:37 FST 


I 


Escape: 

The attack force m ay escape by waypng offany side ofthe board. The defender 
may escape by W amig off the top, Eftorrpghtsne ofthe com batara. Fbatthe 
map shoul any vessel kave w thoutwarzpng off the board. 


Ending: 
The scenarb ends when one side orthe others destioyed orcrppkd. The 


attackerm ay notpursue escape pods orshuttekcraft. 


Repair: 
The V30 may make 5 repai mrs before com batbegns. 
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Afer neary a dozen military 
m tacks, Jamk retumed to hi 
home port for some much 
needed st. But as was so 
offen hg luck, others would 
have a diferent dea for the 
young veteran. 
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“HISE 
EYE 


UNCERTAN ENEM ES: 


Jamk boked around hg bridge as 
the hst of the consoks ver cbsed. 
He could stillsm el the ckanng sovent 
used to mmove the bhck carbon 
scoriig fiom the overbaded cicut 
boards. 

‘Allsystem s reportready, si” 

Jarok jist shook his head queéty. 
There was no malte for the damage 
done to hs shp. Simpy æget at 
having bst so many lves. And, he 
adm tted to hm self, mgetathaving to 
kil so many Kingon vanbis n the 
depths ofspace, and not face to face on 
the  battkfeh. But such was 
technobgy. 

He actwated hs comm 
“Enghe Room . Report.” 

E took a fw seconds, but Jamk 
fnaly heari the mspondng ciek. 
NX el,” announced hs Chef engneer. 
“he shguhry 5 stabk and fùly 
functbnal, butIm notsu aboutthe pn 
membrane system. I cant guarantee 
how much adjisthg wel need to do 
untilw ere actualy n space.” 

‘Cantankerous as a human” 
comm ented Jarok under hs breath, or 
so he though. 

“Th stil the best engheer h the 
feet!” gumbEd hs Chef Engneer. 
Several of the brige crew chuckkd 
afferhearng the exchange, as they an 
tests on theirsystem s. 

AI rght, oh man. Youd thnk I 
dint give you enough to do down 
ther,” retorted Jamk. 

‘The way you fy ths thng, ts ony 
by the grace ofthe E bm ents thatIeven 
get a chance to answer when you 
demand my atentbn” Jamk sm id at 
ths and di hs best to sooth hs od 
frend. 

W eT head out to the edge of the 
system. We need to check up on the 
sensor buoys. W ilthatbe sufecent”” 
asked Jarok m ockngy. 

‘Tl tel you if all goes wel 
O thew Be, no. Ewontbe sufftent” 
Hs chefengneercbsed the channel 

“Si” ntenupted hs com m unratbns 
offcer. ‘Message fiom the repair yam 
Operaton center. Thee vesseb 
appioachng. Two Kingon cmsers, and 

NX hat?” asked Jamk. 

‘A Fedezaton Fryate ” 

“Intercept course. Cal br æ- 
enforcem ents” And n the back ofhs 
m nd, Jamk began to fom uht a phn, if 
the Fedemton had tuy phed fires 
w ith the KIngons. 


panel 
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NO REST FOR THE W EARY 


GAME SETUP 

Lay outone Star Trek Combat Smulator map sheet n the confguraton shown. 
This represents the area of space where the conflict takes pace. Allvessesk start 
the game atsubivarp speed. Use the Graduate Starship Tactics Course miks n 
this scenarb. 


Defender 
The Defendng force conssts of: 
1 V-30 type 2 Heavy C mier RSS Battehawk ) 


Depbym ent 
The Defenders depby n the centerof the board. 


Attacker 

The Attacking force consists 
1 Loknar Frgate (KS Shve ofJusttre) 
1D-10d Riskhad) Heavy C mier (KS Stokën Vengeance) 
1D-7m BrngerofD estucton) Battecuiiser (KS Revenge) 


Depbym ent 
The Attackng force depbys on the bottom ofthe map. 


Victory Conditions 
The Attackerw ns a fullvictorifthe Battehawk i destoyed. The Defender 
whs a partalvictory if they are abl to buil up speed to warp. 


SpecialRules 


Fbat the map to accommodate any movements off the edge of the combat 
ama. 
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STARDATE: 9974 A, BORX SYSTEM :9.7S,6.7E,14:337 FST 


ZANAN 


AN 


Boarding: 
The Battkhavk $ na system wih hgh Dniaton Eves, so ntershp beam ng 5 
notalbwed. 


Repair: 

The V-30 may make 2 epar mIs before combatbegns. She may make 1 repair 
will foreach tum she 5 undam aged by enemy fre. The Battkhavk may onl go to 
wap once 90% of the engines orgnalpower 5 rested. Powermay notbe used 
form anueverng, weapons, shes or other systems. On Tum 12, the Battehawk 
may use Inpuke power to suppkm ent the way drve. É sufrent power s 
avaiabE, the shp may wap fiom the com batara. 


Ending: 

TEany of the Kingon vessel receve damage equalto 50% of ther supexstucture 
ponts, they w ilw ithdraw . O thew se, com bat contnhues untilthe Battehawk warps 
outi any diecton. The Battehawk may onl go to warp once 90% of the engines 
orgnalpower 5 stored. On Tum 12, the Battehawk may use In puke power to 
suppkm ent the warp drive. IFsuffcentpower's avaihbk, 
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Kte, newly promoted captain 
of the 'Shve of Justee” had 
spent neary a month n space, 
hing and likng towards the 
one thing he knew woul brng 
hm honor n the eyes of hs 
felbw Kingon outcasts. Jamk 
was wellknow as the man who 
hunched over a dozen bates 
to take valabl resources fiom 

the KS. He was as farup on 
the KS's Istofm ost wanted as 
he was on the Inperal KIngon 
Istofmostwanted. But K‘te's 
patence and cunnng had 
gotten hm rght nto the hearof 
Romukn space. And he 
wanted bbod. 


Battlehaw ks 


Taking W hats Taken: 


‘Come on! W hy rek the shp on ths! 
Es jistone feghter. There's a whok 
convoy Ess thattwo days away. Forget 
this,"0 bri pkaded w ih h5 cousn. 

Be QUET” gnmbłd Dury. 
‘Have you seen the pwft sheet 
btevy” ? The Ferengiare puttng us out 
ofbushess. M ostofthe otherchns are 
pnig ht a shg syndrate. And Im 
nottumng overm y shp to anyone!" 

Dory's wht!” gymbkd Pobuk, 
the navigator. ‘Two Kingon cmsers to 
guarli one beat up fdeghter” 
Something's notrght. The has to be 
som ethng very vababE on board. 
haghe tës was dittthim ! Ne coull 
easiy ete ona shps fullofdithim ” 

“Ps not full of Dilihim ” snared 
Dray. ‘Stop your ncessant dieam ng. 
Butts fullofsom ethng valabe. And 
Iwanti" 

“E just doesnt feel roht” wihed 
O brä. “Tcan felti m y bones" 

W ell st you damn oH bones back 
h that char and give me Ine to the 
others. We am taking that shp, and 
maybe even those Battecmseis ” 
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SM UGLERS & THEVES 


GAME SETUP 


Lay outtwo Star Trek Com bat S muhtor map sheets n the confguiaton shown. 
This represents the area of space where the conflict takes pace. Allvessesk start 
the game atsubivarp speed. Use the Graduate Starship Tactics Course miks n 
this scenarb. 


Defender 

The Defendng force conssts of: 
2 V-11 type 5 Battecniisers RSS Stom seeker, RSS Tempest) 
1G 3a Captured) 


D eploym ent 
The Defenders depby w ihh the asteroid fen, uncbaked. 


Attacker 
The Attacking force consists 
2 Lyhtnng Mk IB bckade Runners 
1 W andemrM k IIB bckade Runner 
1D-11d One W ng) Destroyer O ron Varant) 


Depbym ent 
The Attackng force depbys w thn the asteroid fel. 


Victory Conditions 

The Atackerv ns a fullvictor ifthe G 3 5 captured n tact. The Attackerwnsa 
partal victory if the G3 i boarded. The Defenderwns a full victory if they 
destioy the attackng force. The Defenderw ns a partalvictory ifthe feghter 5 
not captured. 


SpecialRules 
Standard boarding acton wes appy. 


Ending 
The scenarb ends when one force 5 abE to escape. 
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STARDATE: 9989 9,GESLING SYSTEM :9.9S ,6 9E,20:38 FST 


Asteroids & The Asteroid Field. 
Place the approprate he asteroids as ndrated on the above map. Each asteroii 
has 130 supexstucture ponts. 


Boarding: 
Standard boawng partes mks appy. 


Taking Cargo: 
The O ron shps mustbe vihn 1 hex and bwera sheH to beam any cargo off the 
G3. Each phase thatthe Orons and the G3 has ts shel bwered, 20 SCU of 
cargo may be captured. Ifthe G 3 8 captured, then an addittonal50SCU perphase 
may be tansfered untilthe O rons cargo hols are full They are em pty at the start 
of the com bat. 


Escape: 
E ther force may escape by warpng off the feH n any diecton. Fbatthe map for 
allotherm ovem entoff the com batara. 


Repair: 

Each V-11 may make 4 repair mlb before combatbegns. The G3 has bst% ts 
totalpowerand can notwayp from the fe ofcom batw thoutassstance fiom the V- 
llsorO rons. Ewiltake 2 successfulreparwls to r-activate the warp drive and 
albw the G3 to move to speed. After the repairs have been made, and if 50% 
power’s stilavaikbe, the shp may warp fiom the area affertwo tums. 
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As the Federation contnued to 
expand, many words soon 
found they wer out of touch 
with the new fonter. Dozens 
of new races wer nteracthng 
wih members of all the mapr 
powers, some m utua Iy 
excusyeyŅy. Ferengi 
merchantmen, totaly oblvbus 
to the Federation and others n 
the Abha quadrant, quickly 
nvested massie amount of 
funding nto distant entemrses 
h the Orbn systems and even 
as fàr as the Trangë. Orbn 
piate fam ites soon found them 
selves bosng money and 
prestge to a mace none had 
ever met. Most pned the 
massive unbn of Oron prate’s 
colectwel known as the Orbn 
Syndrate. But some chose to 
hoH out, belevng the Ferengi 
to be a small, week race that 
woul soon be out of money. 
W hen the goods wer counted, 
though, many hol out fam ites 
found their once easy tagets 
wer guawed by massve 
m itary convoys. When an 
opportunity presented t self, 
Captah Diary of the Oron 
yaderD arkw nd though his luck 
was tumng. He made a tagi 
m stake. 
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Retumng to the Nest: 


‘Stilno sgh of the pressures, sir” 
Sobelta tapped nervously on herknee, 
Panng ward to viw the tactral 


readouts. The Courageous was 
appioachng the boarder fast, but not 
fastenough. 

‘The Hunter?” 


‘Stilw ih us Ibeleve. W at” The 
scence oficer of the Courageous 
studed hs nstum ents carefuly. Thee 
vessel diecty ahead. Smal.... 
scout cbss. They appear to be 
bbckade runners” 

Here? Ths far fom Orn 
tertory?” Sobelta tumed her mind 
nvaid. No, ths sntrpht Why woul 
Orbns tavel ths far fiom protected 
systems? ‘What cover S nearus that 
we cou use?” 

‘There 5 an uncharted system about 
10 m nutes away on course 358 Mk 10. 
Another system a ltr over 10 m nutes 
abng ourcunentcourse, six.” 

‘Any sign ofthe boarderpator” 

No sir. Etheircbaked, though...” 

Hmmmm. Head for the mor 
dstant system. We can chim they ae 
h vbhton ofteaty.” 

“SY, Ihave the thee sm alercontact 
aft. Defniey gunboats. KLNGONS ” 

Wel,wel. IvouH venture to guess 
that our allance wih the KS 5 atan 
end. W hatotherreadngs.” 

‘Unknown, si. Untilwe diop outof 
waip,we are sm py gquessng.” 

Very well Pbtallyou guesses’ 
and prepare forcombatonce we enter 
the system .” 
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HOM EW ARD BOUND 


GAME SETUP 


Lay outtwo Star Trek Com bat Smulatormap sheet n the confguraton shown. 
This represents the area of space where the conflict takes pice. Allvessesk start 
the game atsubivarp speed. Use the Graduate Starship Tactics Course miks n 
this scenarb. 


Defender 
The Defendng force conssts of: 
1 V-20 type 1 Cmsser RSS Courageous) 
1 V-9 type 6 C miser RSS VesperalH unter) 


On phase 3 of tum 6, the defendng fore wecewves the folbwng æ- 
enforcem ents: 

1 V-27 type 2 Heavy C mier RSS W arance) 

1 T-10 type 1 Destoyer RSS Eagk’s Progeny) 


Deplym ent 
The Defenders depby n the center of the board. The V-7 enters fom behnd 
the second attackng force, fuly am ed. 


A ttacker 
The FistAttackng fore conssts of: 
2 Lyhtnng Mk IB bckade Runner (KS Varant) 
1 W andererM k ITB bckade Runner (KS Varant 


The Second Attacking Force conssts of: 
1 D-7c Battecmser (KS Vengeful Fist) 
1 D-18b Destroyer (KS Brothers Truth) 
3 K4b Gunboats (KS Vper, KS Chw, KS Bhdes Edge) 


Depbym ent 
The Attackng force depbys abng the escape edge ofthe map. 


Victory Conditions 

The Attacker wns a full victor if both the V20 and V-9 are destoyed before 
escaphg. The Attacker vis a partal victory if any sngk Romuhn shp 5 
destoyed. The Defenderw ns a partalvictory fone ormo Kingon shps ar 
destoyed and a fullvictory ifthe ente KS force i destoyed. 
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STARDATE: 9990 6, TANNWE SYSTEM :925 6. JE,15:50 FST SYT 


Afer a surmrsngy profiabe 
expbratory probe nto the 
trëngk, units fiom the na” 
Fronterbegan the bng pumey 
back to Romuhn space. Afer 
several meeting with Romubn 
algned starshps and a quick 
rendezvous with a bcal space 
staton com m ander, the 
Commander of the RSS 
Courageous bean the fnal kg 
of the pumey. Appiwachng 
KS terior, there was no 
mmedhte concem. Wih a 
sem ituuce nh pce, and both 
partes ganng fiom each other, 
there shou H be no toubë. But 
Kingons vvilbe Kingons, and 
the captan of the Courageous 
phyed a hunch, that woul 
ulim ately save ther Ives. 


Boarding Parties: 
Standard boarding wks appy. 


Cloak Expertise: 
The D-7m hasa+5% to allcbak detectbn wis. 


Escape: 

The Attacking force may escape fiom the bottom, Eftorrghtby waypng out. The 
Defendng force may onl escape fiom the top ofthe map by waypng out. Fbat the 
map forany vesses thatatiem ptto move off the fell. 


Repais: 
The V-20 has 2 æœpar mrs, whik the V-9 has 4 wparwl. 


Ending: 
This scenard ends when one side of the other Eaves the battk. 
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KA Ka 
AN POW ERPLAYS 
Schohrs and D phn ats: GAME SET-UP 


Jamk sat n hi quarter gong over 
the specifcs ofhi grand scheme. He 
knew this untwas part ofthe defense 
feet fpr GesIng. But hs scout shp 
was stil flbwhg the Kingon feet 
headng for Ganana. IE the Kingons 
established pemanent wkhtons wih 
the phnet, they wouH buit a base n no 
tme. Ehe guessed conecty, he cou 
ntercept the Kingon fket, and wh a 
tem endous victory. Fhe was wiong .. 
.G elhg vouH be defensekss. Buta 
v5bk enemy was a better target than 
phantom s. 

‘Brige, seta course for Ganana. 
Contact the W arance and have them 
break fom ther cunentassonm entand 
meetus there.” Jarok cbsed the comm 
channel and continued to star at the 
ga cte sectorm ap. 
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Lay outthiee StarTrek Com batS m ulatorm ap-sheets n the confguraton 


shown. This represents the area of space where the conficttakes phce. All 
vesse BE start the game atsub-wayp speed. Use the Graduate Starship Tactics 
Course mEs n ths scenarb. 
Defender 

The Defendng force conssts of: 


1 L-24a EverVictorous) Batteshp (KV Kaph) 

3D-7m BrngerofAgony) Cmsers (KV Venerabke, KV Povem onger, KV 
Sm asher) 

1 L-6i Defender) Frgate (KV Spiefi) 

2D-20d Death R te) C riers (KV Severer, KV Expubbn) 

1D-10g Riskadh) Heavy C mter KV Tag's Chw) 

2D-18b Gull) Destoyers (KV Keeper, KV W atchfi) 

2 K-23f Lite Kiley) Escorts (KV W asp, KV Daktag) 


Depbym ent 


The 


Defenders depby n fom ation abng the centerofthe fistmap. 


Attacker 


The 


The 


FistAttackng force conssts of: 

1 V-30 type 2 Heavy C mier RSS BattEhawk ) 
1V-6 type 7 Heavy C mier RSS W amid) 
1V-7 type 3 Cuiser RSS AstalW ng) 

1 T5 type 2 Destoyer RSS Soarng Heart) 

1 T-10 type 2Destoyers RSS W arhawk ) 


Second Attackng Force conssts of: 

1 V-27 type 2 Heavy C mier W arance) 

1 S-11 type 1 Scout RSS Hunter) 

3 V-11 type 5 Cmssers RSS Stom seeker, RSS Stom hunter, RSS 
Tem pest) 


Depbym ent 


The 


Victory 


Attackng force depbys abng the edge ofthe thid map. 


Conditions 
The Attackerw ns a fullvictor if the L-24 i destoyed and a partalvictory if 


fourorm or Kingon shps are destoyed. The Defenderwns a fullvictoyy if the L- 
24 can be saved and a partalvictory forany Rom ubn shps destoyed. 
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R : E ZANAN 
Stardate: 9993 4,Ganara I: 10.0S,5.5E,08:13 FST ANN 


On starat 9991.1, the KIngon 
Empie sent one of ts most 
successful feets towards the 
neutalvord of Ganara I. É 
the Empie could secur the 
phnet, they woul be vihn 
strkng distance of 4 mapr 
Romubn vords, and cou 
attack overa dozen estabished 
convoys. The Kingons 
mobitzed zapidhy, hbunchng 
before many n the Tal Shar 
even knew they had Eff port. 
When fnaly detected, ony a 
few hours fom Ganana, the 
Kingon Fket was a shock to 
font Ine commanders. Forced 
to make a reactbnary decsbn, 
wih no ntellbgence on other 
possbëk targets, Jarok pookd 
Boarding: his forces quickly and m oved to 


Standard boarding miks appy. engage the Kingons, hoping to 
gan the upperhand. 


Repair: 
Any dam aged Rom uhn shp cees 6 repairrols before com bat. 


Escape: 

Any shp may kave the area ofbatik by waypng out. Once gone, a shp may not 
etum. Fbat the map to accommodate any shps that move off the board. The 
attackng force may escape abng the top, Eftorrght sie of the com batara. The 
Defendng force m ay escape off the Bottom , k£orrghtsile ofthe com batara. 


Ending: 

The scenarb ends on tum 12 because of KIngon w-enforcem ents. Any Romukn 
shp that can not wamp away durng the Ast phase i constered bst. Crew may 
evacuate any tme durng tum 12. 
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A~ A BREAK N THE LNE 


Crack nte W all 


“4. and thats allveve seen so far. É 

they sent a second attack wing n ths 

diecton, they must have tumed back. 
We piked up exta supplies for you 

fom the supply nin. We shoul be at 
the wendezvous pont n about 5 

minutes, whted captan TË of the 

VesperalH unter. 

‘Ok. Keep on the bok out, though. I 
know that scout shp detected the base 
atR Li am . TheyTwantto ht tbefre 

we start starshp pioductbn, Im suze of 

t”Repled Covtek. 

“Then youte rght. Vince + the 
answer. I jist hope we at not her 
chasing dust.” 

“Si” chimed n the AstalW ngs’ 
science offcer. “I beleve ve have 
found ourspace dust,” she reported. 


“though so. TE. Gether 
as fast as you can. Iwant to 
deal with the shps and nfom 


the Comm ander.” 

“NX ete doubling our speed now. 
W elbe ther n jistunder2 m nutes,” 
wpledTe. 

‘Good. NTERCEPT COURSE! 
BATTLE ALERT! Letus fx the crack n 
the vall” 
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GAME SETUP 


Lay outtwo Star Trek Com bat Sm ulator map-sheets n the confguraton 
shown. This represents the area of space where the conflict takes phce. Al 
vessels start the game at sub-wayp speed. Use the Graduate Starship Tactics 
Course mEs n ths scenaro. 


Defender 
The Defendng force conssts of: 
1V-7 type 3 C miser RSS AstalW ngs) 
1 V-20 type 1 Cmiser RSV Courageous) 
1 V-20 type 2 Cmiser RSV Staker 
On phase 1 of tum 4, the defendng fore twecewves the folbwng æ- 
enforcem ents: 
1 T-10 type 2Destoyer RSS W athawk ) 
1 V-9 type 6 C miser RSS VesperalH unter) 


Depbym ent 
The Defenders depby n rendezvous fom aton abng the centerofthe fistm ap, 
uncbaked. 


Attacker 
The FistAttackng force conssts of: 
1 L-9f Gaber) Frgate (KV Longsvord) 
2D-20d Death R te) Crusers (KV M angir, KV V bhbn 
2D14b 6tnger) Destoyers (KV Venom us, KV Dragon's Tooth) 
2D-11d One W ng) Destoyers (KV Thrust, KV N ghtw ng) 


On phase 3 of tum 6, the defendng fore receves the folbwng æ- 
enforcem ents: 
1 K-15f Unseen Creeper) Scout (KV nvsbëk Bhde) 


Depbym ent 
The Attackng force depbys abng the bottom edge ofthe map. 
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Stardate:9997.8,Chak:1018,73E,11:09 FST BS Ae 


As Romuln Engneexs put the 
fnishng touches on the repair 
base at RUmam, Kingon 
agents soon discovered the 
tue nature of the small base. 
Fearng that the Romuhns 
woul soon have a mapr 
producton facilty at RLmam, 
the decsbn was made by the 
Kingon Hyh Council to set up 
a istenng post nearby, 
albw ng the Kingons a chance 
to detect new shp constructon 
and attack the base. But the 
nearby system of Chak has to 
be secured frst. And such 
security woul notbe easy. 


Boarding: 
Standard boarding wks appy. 


Cloak Expertise: 
The L4 hasa+10% to alcbak wis. 


Ending: 
The scenarb ends on tum 11 due to Rom un wnfrcem ents. 


Escape: 


The attackng force may escape by movng off the Eft sdle of the com batara. The 
Defending force may escape fiom the top, bottom orrght site of the com batara. 
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“= FATAL MOVES 


“You were corect, Covtek. They ar 
trying to take the new base.” Jarok sat 
chg hs offters, wonderng at the 
stategy the Kingons had adopted. He 
stared off nto the dstance thoughtiuly. 
No. Ths 5 too much firepower fr jist 
a probe. Ths 5 a fnalgrasp. Ewe 
stop them her, they w ilbe too week to 
putup much zesstance when we strke 
back. Covtek. You willstay her and 
fnish yourrepais. Keep the Stom bids 
with you. When your fnshed, cbak 
and come ñ to starboardi. Ht the 
command shp and the frigate; imore 
the cmexs .” 

Yes st,” repled Covtek. He qurky 
beam ed fiom the Battehawk to hs shp 
to fnsh the Astm hute repais. 

`M eanvhik,m y frends, we have an 
nvasbn to stop.” 
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Lay outtwo Star Trek Com bat Sm ulator map-sheets n the confgurton 
shown. This represents the area of space where the confict takes pace. AL 
vesse E start the game at sub-wayp speed. Use the Graduate Starship Tactics 
Course mEs n ths scenarb. 


Defender 
The Defendng force conssts of: 

1 V-30 type 2 Heavy C mier RSS Battehawk ) 
1 V-27 type 2 Heavy C mier RSS W arhnce) 
1R~ type 5 Escort RSS Protective) 
1 T-10 type 2Destoyer RSS Eagk's Progeny) 
1S-9 type 4 Scout RSS Hawk's Eye) 
1 F type 2 ReparS taton 


On phase 2 of tum 5, the defendng fore receves the folbwng æ- 
enforcem ents: 

1V-7 type 3 Cmiser RSS AstalW ng) 

2 V-11 type 5Cmsers RSS Stom seeker, RSS Tem pest) 


Deplym ent 
The Defenders depby n orbit around either phnet. Re-enforcements enter 
from behnd the attackng force. 


Attacker 
The FistAttackng force consste of: 
11L-13d FatM an) Batteshp KV Makstome) 
1L42b K Vor) Frgate (KV Pagh) 
1 L-9f Gaber) Frgate (KV Bat'eth) 
2D-7m BrngerofAgony) Cmisers (KV Stangër, KV Butcher 
The Second Attacking force conssts of: 
1L42b K Vor) Frgate (KV Bhcekchv) 
2 D-32c GreaterB id) C miers (KV Elm nator, KV Tay) 
2D-7m BrngerofAgony) Cmsers (KV Pum Er, KV Battkheart) 


Depbym ent 
The Attacking force depbys behnd any moon or phnet the Defendng force n 
notcunenty n orvbitaiund. 


42 Star Trek Starship Combat Simulator 


Stardate: 9998 .7,Borz:9.7S ,6.7E , 09:43 FST 


I 
I 


bh Kë Oe RAB a 


Cloaking Expertise: 
The V-30 hada +10% modiferto allcbak detecton mib. 


Escape: 


The attackng force may escape abng any edge of the map. The defendng force 
can not Bave. 
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Once therpëns to moniorand 
attack the new Repair base at 
RLimam we discovered, the 
support ekments ntended to 
heb secure the Chak system 

changed course and began to 
head forthe Bow system. The 
Kingon com m ander fet that the 
Rom ubns wer spread too thn, 
and hoped thatan attack on the 
base woul destabilze the 
entte regin. Butthe Romukbn 
had detected ebm ents of the 
frst nvasbn fore. TIE the 
Kingons wer to capture the 
repair base, they woul have a 
toe hoH n the Battehawks 
home system . Once 
established, the Kingons wout 
be thatm uch harderto extact. 
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